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INTRODUCTION 


What is Civilization II: Test of Time? Thats the question the development team heard the most, primarily " 
from confused Civ junkies looking forward to their next fix. Is it a scenario pack? No. Is it an add-on 
product? No. Is it a whole new game (heavy drooling)? Also, no. Well, what is it, then? 

Test of Time is a greatly expanded version of Civilization II. It has everything the original had, plus the 
multiplayer support that was built for the Multiplayer Gold Edition, all new art, animated units and terrain, 
scads of new features, and one big, new scenario. Test of Time adds the ability to play simultaneously on up 
to four different worlds, which allows Civ players to do what they've always asked for—colonize the planet 
at Alpha Centauri once they get there and continue running their empire back on Earth. Oh, and it also has 
two complete new games—one in a fantasy world and one based in a science fiction setting—that span four 
worlds apiece. 

Despite the additions and other differences, Test of Time retains much of what made Civ II such a pop- 
ular game. The game mechanics are essentially the same, so experienced players will have no problem feeling 
comfortable with the game. That also made our job a little easier. In Part 1 of this guide, “Building Blocks,” 
we review some of the more important strategic concerns that apply to all of the games in Test of Time. 
© Part II, “General Strategies,” also applies across the board. In that section, we cover numerous tactics 


and tricks that, because their success is based on the foundations of Civilization, work no matter what game 
or scenario you happen to be playing wh 
k& Part П, “All In the Game,” is wh 
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CITY IMPROVEMENTS 
AND WONDERS 


The development of a city, like any fun project, involves a series of interesting decisions. 
When the time comes to decide what to build, you must determine the current needs o 
the city and its citizens, then decide which City Improvement (or Wonder of the World 
same time, you must balance the needs of this city against the sit 
hole 
nts? Even if the answer is yes, would your strategic goals be bett: 
ing a unit, rather than an Improvement or Wonder 
ne right way to win any Civilization II g | 
you are pursuing. However, the more you kno v ab 
ns you'll make. That's what this chapter is all about—information 


| practice, some are better in с 
nts be built in a logical order 
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game only introduces one completely new Improvement; the other 


from one game to the next. 
In this section, we briefly discuss each trio of City Improvements (0 
Original, Fantasy, and Science Fiction Games). Along with the analysis of th 


cons, there’s also a helpful list of the vital statistics (in the format OriginallFan А 
for each set. These lists will include: 


* Cost: The amount of production (Shields or Materiel) it costs 
to build it. 
* Upkeep: What you pay each turn to maintain it. 
* Prerequisite: The Advance you must discover in order to build it. 
* Effects: What you gain from it—the function or functions it serves. 


Before we get started, here are two tables. Table 1-1 is a ш NOTE 
handy guide to the effects of each City Improvement in the y When a resource increase due to any Improvement(s) 
Original Game (plus the extension). Table 1-2 lays out the MIM Wonder(s) induces a fractional result, the result is 
equivalents—which Improvements from the various games always rounded down. 
have identical (or nearly identical) effects. With both in 
hand, you can easily find the function of any Improvement in any of the games. 


TABLE 1-1. ORIGINAL CITY IMPROVEMENT EFFECTS 
NAME EFFECTS 


AIRPORT REPAIRS ANY DAMAGED AIR UNITS THAT SPEND AN ENTIRE TURN IN THE 
CITY. ALLOWS AIRLIFTS. 
AQUEDUCT REQUIRED FOR A CITY TO GROW BEYOND THE SIZE OF 8 (7 IN SCI-FI). 
BANK INCREASES THE CITY'S TAXES AND LUXURIES BY 50% 
(CUMULATIVE WITH MARKETPLACE). 
BARRACKS ALL UNITS PRODUCED IN THE CITY ARE AUTOMATICALLY 
VETERANS. REPAIRS ANY DAMAGED GROUND UNITS THAT SPEND AN 
ENTIRE TURN IN THE CITY. 
CAPITALIZATION CONVERTS ALL THE CITY'S PRODUCTION OUTPUT INTO TAXES. 
CATHEDRAL _ MAKES 4 CONTENT CITIZENS HAPPY (3 AFTER THE DISCOVERY - 


OF COMMUNISM), - 


CITY WALLS TRIPLES THE DEFENSE FACTOR OF UNITS INSIDE CITY. 


L FORTRESS . DOUBLES THE DEFENSE FACTOR OF UNITS INSIDE CITY AGAINST _ 


"A 


ABLE 1-1. ORIGINAL CITY IMPROVEMENT EFFECTS (CONTINUED) 


NAME 


| GRANARY 
HARBOR 
HYDRO PLANT 


LIBRARY 


| 
| MANUFACTURING PLANT 


| MARKETPLACE 
MASS TRANSIT 


NUCLEAR PLANT 
OFFSHORE PLATFORM 
PALACE 


POLICE STATION . 


PORT FACILITY 


POWER PLANT 


RECYCLING CENTER 


ESEARCH LAB 


INCREASES THE CITY’S SCIENCE OUTPUT BY 50% (CUMULATIVE WITH 


SAM MISSILE BATTERY 


EFFECTS : 
MAKES 3 UNHAPPY CITIZENS CONTENT (4 WITH ELECTRONICS). — 


DECREASES CORRUPTION AND WASTE BY 50%. MAKES ONE UNHAPE 
CITIZEN CONTENT UNDER DEMOCRACY. : _ 


INCREASES THE CITY'S PRODUCTION OUTPUT BY 50%. 


ONLY HALF THE CITY'S FOOD IS DEPLETED WHEN THE CITY INCREASES _ 
IN SIZE. s 


ALLOWS EVERY OCEAN SQUARE WITHIN THE CiTY RADIUS TO PRODUCE 
ONE EXTRA FOOD. 


INCREASES FACTORY OUTPUT BY 5096. DECREASES PRODUCTION-BASED 
POLLUTION POTENTIAL BY 5096. 


INCREASES THE CITY'S SCIENCE OUTPUT BY 50%. 


INCREASES THE CITY'S PRODUCTION BY 5096 (CUMULATIVE 
WITH FACTORY). : 


INCREASES THE CITY'S TAX AND SCIENCE OUTPUT BY 50%. 
ELIMINATES ALL POPULATION-BASED POLLUTION POTENTIAL. 


INCREASES FACTORY OUTPUT BY 5096. DECREASES 
PRODUCTION-BASED POLLUTION POTENTIAL BY 5096. 


ALL OCEAN SQUARES IN THE CITY RADIUS CAN PRODUCE 
ONE PRODUCTION. 


ELIMINATES ALL CORRUPTION AND WASTE IN THE CITY, AND REDUCES 
THEM IN NEARBY CITIES. 


DECREASES THE NUMBER OF UNHAPPY CITIZENS DUE TO UNITS IN THE 


_ FIELD BY ONE. 


REPAIRS ANY DAMAGED SEA UNITS THAT SPEND AN ENTIRE TURN IN 


THE CITY. 
INCREASES FACTORY OUTPUT BY 5096. 


REDUCES PRODUCTION-BASED POLLUTION POTENTIAL BY 2/3. 


LIBRARY AND UNIVERSITY). 
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TABLE 1-1. ORIGINAL CITY IMPROVEMENT EF 


NAME 


SDI DEFENSE 


SEWER SYSTEM 


SOLAR PLANT 


SPACESHIP COMPONENT 


SPACESHIP MODULE 


SPACESHIP STRUCTURAL 


STARPORT 


STOCK EXCHANGE 


SUPERHIGHWAYS 


SUPERMARKET 


TEMPLE 


UNIVERSITY 


ORIGINAL/EXTENDED 


AIRPORT 
AQUEDUCT 
BANK 
BARRACKS 
CAPITALIZATION 
CATHEDRAL 

CITY WALLS 
COASTAL FORTRESS 
COLOSSEUM 
COURTHOUSE 
FACTORY 
GRANARY 
HARBOR 
HYDRO PLANT 
LIBRARY 
MANUFACTt 
MARKETPLACE 


EFFECTS 


PROTECTS EVERYTHING WITHIN THRE 


NUKE ATTACKS. 


REQUIRED FOR A CITY TO GROW BEYOND SIZE 12 (14 IN SCI-FI). 


INCREASES FACTORY OUTPUT BY 5096. ELIMI 
POLLUTION POTENTIAL IN THE CITY. 


PART OF GRAND PROJECT. 


PART OF GRAND PROJECT. 


PART OF GRAND PROJECT. 


ALLOWS AIRLIFTS BETWEEN WORLDS. 


INCREASES THE CITY'S TAX AND LUXURY OUTPUT BY 5096 (CUMULATIVE 
WITH MARKETPLACE AND BANK). 


ALL SQUARES WITH ROADS OR RAILROADS PRODUCE 5096 MORE TRADE. 


FARMLAND SQUARES PRODUCE 5096 MORE FOOD. 


TWO UNHAPPY CITIZENS ARE MADE CONTENT. 


INCREASES THE CITY'S SCIENCE OUTPUT BY 50% (CUMULATIVE 


WITH LIBRARY). 


TABLE 1-2. CiTY IMPROVEMENT EQUIVALENTS 


FANTASY 


TEMPORAL PORTAL 
AQUEDUCT 
COUNTING HOUSE 
BARRACKS 


BASE METAL TO GOLD 


MONASTERY 

CiTY WALLS 
HARBOR GUARDIAN 
ARENA 

KING'S COURT 
FORGE 
STOREHOUSE 
Docks 


ALCHEMICAL GUILD 


SAGE'S LIBRARY 
_ ARTIFACT GUILD 
. BAZAAR —— 
_ BESTIARY 
NEXUS © 


SCI-FI 


INSTAPORTER 

JUSTICE NETWORK 
INVESTMENT HOUSE 
GARRISON 

GENE CENSUS 
HOLOGAMING ARCADE 
CiTY SHIELDS 
TSUNAMINES 
MUTANDIS MUSEUM 
SATELLITE UPLINK 
WORKSHOP 
HYDROPONIC RESERVE 
ALGAE FARM 

MORPHIC GENERATOR 
LABORATORY 
TRANSMOGRIFIER 
GUILD LIBRARY 
PRIODULCIFICATOR 
BIOCHAOTIC GENERATOR 


TABLE 1-2. CITY IMPROVEMENT EQUIVALE 


| ORIGINAL/EXTENDED 


POLICE STATION 
PORT FACILITY 
POWER PLANT 
RECYCLING CENTER 
RESEARCH LAB 

SAM MISSILE BATTERY 
SDI DEFENSE 

SEWER SYSTEM 

SOLAR PLANT 

SS COMPONENT 

SS MODULE 

SS STRUCTURAL 
STARPORT 

STOCK EXCHANGE 
SUPERHIGHWAYS 
SUPERMARKET 
TEMPLE 

UNIVERSITY 


4 "NOTE 
f. Throughout the following descript 


brevity (using “name/other name/third name" every t 


FANTASY 


TEMPLE OF AEGIR 
CITADEL 
DUNGEON 

SEA FORTRESS 
STAFF OF POWER 
BOTTOMLESS WELL 
ALCHEMY LABORATORY 
MAGIC SHIELD 
FIREBALL SHIELD 
CATACOMBS 

CRYSTAL PYRAMID 

SE ENGINE 

SE ARMAMENT 

SE STRUCTURE 
ASTRAL PORTAL 

TOLL HOUSE 

Ley LINES 

FARMER’S MARKET 
TEMPLE 

WIZARD’S TOWER 


strategies for one version of the Improvement work just as well for both of the others. 


AIRPORT/TEMPORAL 


NTS (CONTINUED) 


SCI-FI 


DEEP DOME 

CAPITAL 
DOPPLEGARAGE 
HARBOR TOWN 
CARBONARIUM 
SPHACELATORIUM 
COLLAPSATRON Q 
FULMINE RING 
NUCLEON SHIELD 
M.A.1.D.S. 

GRAVITIC GENERATOR 
FTL DRIVE ELEMENT 
SHIP’S FACILITY 
SUPERSTRUCTURE 
SPACEPORT 
EMERGENCE CENTER 
GENIE PARK 
HARVESTER 

ORRERY 

INFOMATRIX 


ions, we often refer to the Improvement only by its name in the Original Game. This is simply for the sake of 
ime would be tedious and hard to read). Except in cases where we specifically note differences, the 


PORTAL/INSTAPORTER 
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Cost: 160/160/100 ; 
Upkeep: 3/3/3 ч 
Prerequisite: Radio/Warp Spell/Positronic Brains © 
Effects: Completely repairs any damaged air units that spend : 


turn in the city. Allows airlifts. 


If your military strategy depends heavily on the use of air units, Airports are 
indispensable. Building Airports in every city is unnecessary; only build them in 
strategic locations. The presence of Airports in front-line cities can greatly extend th 
span of your expensive air units and decrease down-time for repairs. The ability to 
instantly move units between cities is also very advantageous. This is a great way to sup- 
ply fresh troops to towns on the front lines. In the multiple-map games, thrift is impor- 
tant. If you only use Airports for transport (not repair), then don't build too many. 
Otherwise, you'll find yourself replacing them later when you get the intermap version of 
the Airport: the Starport, Astral Portal, or Spaceport. 


AQUEDUCT/JUSTICE NETWORK 


Cost: 80/140 

Upkeep: 2/2 

Prerequisite: Construction/Megalithic To 
Effects: Required for a city to grow 


erative. Without them, the 
small) population. Because this 


Improvements that 


BANK/COUNTING 
HOUSE/INVESTMENT HOUSE 


Cost: 120/120/100 

Upkeep: 3/3/3 

Prerequisite: Banking/The Guild/Electronic Brains 

Effects: Increases the city’s Tax/Data and Luxury/Entertainment output by 


50% (cumulative with Marketplace/Bazaar/Guild Library). 


Eventually, the cost of maintaining your cities Improvements becomes a heavy Tax bur- 
den. Even the combination of Marketplaces and raising the Tax rate cant help you keep 
up. Banks are very helpful in this respect, working in combination with a city's 
Marketplace to cumulatively double that city's revenues. The Luxury effects of the 
Bank/Marketplace combination are also significant and can do much to help prevent 
Civil Disorder. 


^ BARRACKS/GARRISON 
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Cost: 40/40 

Upkeep: 1/1 

Prerequisite: None : 

Expiration: Gunpowder/Heraldry/Crystal Thermionics and Mobile - * 


Warfare/Summon Ice Drake/Biorobotics (Barracks must b reb. 
All ground units produced by the city are automatically given 


Veteran status, and any damaged ground units that spend an en 
turn in the city are repaired. 


Effects: 


In all three games, the Barracks is the first Improvement you can build. It gives you the 
ability to produce Veteran units, which lends you a military edge. However, building 
Barracks early in the game creates an unnecessary financial burden. In addition, all exist- 
ing Barracks are lost when you discover Gunpowder (or equivalent) and again at Mobile 
Warfare (or equivalent). You must then build new ones. 

To produce Veteran units early in the Original and Fantasy Games, it's better to 
research your way to Feudalism/Fealty and build Sun Tzu's War Academy/Round Table. 
In the Science Fiction Game, MILQUETOAST comes rather late (at Biorobotics). So 


building a few Garrisons isn’t such a bad idea (especially playing as the nonhumans, who 


cant build that Wonder at all) 


CAPITALIZATION/BASE METAL 
ТО GOLD/GENE CENSUS 


2 


a. 
we 


ir у”, 
- 


orks 


n into Tax income. 


es. 


D 
01d Darra 


become obsolete. eve 
0 q one 0101, and 
e mone added (0 


Capitalization is unique. It isnt quite an Improvement, and it isnt quite a Wonder. When 
a city is “building” Capitalization, all of its net production is converted to income, which 
is then added to your treasury each turn. This is one of the most useful things in the 
game from a financial standpoint. When there is nothing left to build in a city, either 
while waiting for a new Advance or after discovering and building everything possible, 
temporarily switch to Capitalization. The resulting gain can be used later to finance your 
military or space efforts. Capitalization also provides a quick fix for short-term financial 
deficits, and it's a good way to put an otherwise moribund city to work for you. 


CATHEDRAL/MONASTERY/ 
HOLOGAMING ARCADE 


Cost: 120/120/80 

Upkeep: 3/3/2 

Prerequisite: Monotheism/Druid Lore/Applied Hedonics 

Effects: Makes three content citizens happy (two after the discovery of 
= Communism/Commune/Collective Rule). After the discovery of 
Theology/New Religion/Penultimum, the number of content 
citizens produced by the Cathedral is increased by one. 


| Cathedrals are important additions to your cities, especially at higher difficulty levels or 


"NOTE - > | 
under a Republic or Democracy, when population unhappiness is more frequent. A 


In the science fiction 
game, nonhuman civiliza- 
tions cannot build the 
important Hologaming 
Arcade. 
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CITY WALLS/CITY SHIELDS 


sitat и, Wile. 


ж 
* 


dul 


Cost: 80/100 

Upkeep: 0/0 

Prerequisite: Masonry/E-M Repulsion 

Effects: Triples the Defense Factor of any unit inside the city, and prevents 


population drop from attacks. 


Because there is no Upkeep cost for City Walls, there is no excuse for 4ny city to be with- 
out them. With City Walls in place, your cities are much more secure from invaders. 
Remember, the benefits of this Improvement are based on the Defense Factor of the 


units defending the city. The better the defender, the safer the city. 


COASTAL FORTRESS/HARBOR 
GUARDIAN/TSUNAMINES 


Defense Factor of any units inside the city against 


by enemy naval units. 


"NOTE 


bo «t (ity Walls do 


not provide a bonus 
against attacking sea or 
ait units, or against 
certain special units, 
like Howitzers. Units 


that “Ignore City Walls” 
are more common in 
the new games, 
especially Sci-Fi 


Cities located next to inland "lakes" 
, | an build this Improvement, ШОК Coastal Fortresses are essentially City Walls that protect against 


ji. the “lake” is actualy Я isolated ships. The AI tends to make heavy use of naval units when 
М | Ocean square. In the Original Game, 


it's a waste of time, production, and 
| money to build a Coastal Fortress in such a city, since it can't be 

I КОПОТҮОУЛЛЛУ УОЛУ О ХО Improvement is a must in war time, especially now that units can 
| CR TMPGENC SITE MEE “pop in” unexpectedly from other maps—all units that carry 
| CORTE NR CC ARUN others between maps are naval units. 
| squares, ignore this Improvement. Otherwise, treat this city like any 
| 
| 


fiehting a war, so coastal cities in high-traffic areas are the fre- 
& 5 
quent victims of sea attacks. This low-maintenance, high-powered 


other coastal town. 


COLOSSEUM/ARENA/ 
MUTANDIS MUSEUM 


Cost: 100/100/80 

Upkeep: 4/4/4 

Prerequisite: Construction/ Megalithic Tombs/Genetic Artistry 

Effects: Makes three unhappy citizens content (four after the discovery of 


Electronics/Aether Control/Omniform Bacteria). 
At first, Colosseums are not as effective as Cathedrals. After the discovery of the boostin 
Advance, however, they are more effective. Colosseums are also available earlier than 
Cathedrals at a lower initial cost, and in Sci-Fi, everyone can build them. However, the 
- Upkeep for Colosseums is higher. If you have a stable economic base and you need som« 


thing early on to keep your people happy, build Colosseums. 
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COURTHOUSE/KING'S * 
COURT/SATELLITE UPLINK 


без 


Cost: 80/80/120 
Upkeep: 1/1/1 
Prerequisite: Code of Laws/King's Code/Spacecraft 


Effects: Decreases corruption and waste by 5096 and makes the city more 
resistant to bribery by enemy Diplomats and Spies. Under a 
Democracy, a Courthouse makes one citizen in the city happy. 


If your early game strategy involves spreading out as quickly as possible, Courthouses are 
very important. Under less-sophisticated forms of government, cites that are far-removed 
from your capital tend to lose a great deal of Trade/Data and Production to corruption 
and waste. Courthouses help your research, finances, happiness, and production under 
these conditions. The happy citizen produced by a Courthouse when you switch to 
Democracy is an added bonus. Under the advanced, less stable governments, you need 
every happy person you can get. 


FACTORY/FORGE/WORKSHOP 


200/200/40 
4/4/2 


Prerequisite: Industrialization/Mercantilism/Primitive Machinery 
Effects: Increases the city’s production by 50%. 


Factories are both a godsend and a curse. They significantly increase the output of a 
city—its rate of unit, Improvement, and Wonder production. Factories are especially use- 
ful in cities with sparse Shield resources. They're absolutely necessary in the early portions 
of the Sci-Fi Game, when уоште struggling with the miserable material resources on 
Funestis. The curse of Factories is that, in cities with high output, they significantly 
increase the amount of pollution the city produces. The spread of pollution and the con- 


struction of Factories often go hand in hand. 


GRANARY/STOREHOUSE/ 
HYDROPONIC RESERVE 


60/60/140 

1471 

Pottery/Dagdas Gift/Gene Tailoring 

Only half of the city’s Food stores are depleted when the city 


increases in size. 


than the 


vement 
ay yc ible to induc 
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On higher levels of difficulty, automatically unhappy citizens 
appear earlier. When playing at the medium levels or above, hold 
off building Granaries until you can build an Improvement with a 
positive effect on happiness. On any difficulty level, if you have 
chosen Food-rich city sites and your cities are experiencing steady 
growth, Granaries need not be a priority. Only when a city is 


growing at an extremely slow rate is a Granary necessary early in 
the game. 


HARBOR/DOCKS/ALGAE FARM 


Cost: 60/60/60 
Upkeep: 1/1/1 
Prerequisite: Seafaring/Shipbuilding/Adaptive Farming 
Effects: Allows every Ocean square within the City Radius to produce one 
extra unit of Food. м 
МОТЕ 
ЕР , ; ^^ ke the Coastal 
Harbors are relatively inexpensive both to build and to maintain. They're a good invest- 


ment for any city that has a large number of Ocean squares under its control, especially Fortress, Harbors on be 
if one or more of these squares contain a special resource. However, the benefits of this built by cities bordering 
Improvement are dependent on how many of the Ocean squares are being utilized. inland seas. Such cities 
Cities with few Ocean squares and/or not enough citizens to utilize those they have gain little or no advan- 
should spend their Shields elsewhere. Early in the Sci-Fi Game, however, the Algae Farm ШЕ from the presene 

can be a lifesaver for struggling coastal cities. c : of a Harbor. 


IYDRO PLANT/ALCHEMICAL 
: UILD/MORPHIC GENERATOR 


Cost: 240/240/160 
МА Upkeep: 4/4/4 
N| Prerequisite: Electronics/Aether Control/Heteromorph RNA 


З . 1 0, 
isi of budding “pore Effects: Increases the Factory output of a city by 50% and decreases 


plants” of any type in your 
cities, consider building the other “power plants”). 

Hoover Dam/Circle of 

ОООО The Hydro Plant serves a dual purpose. It helps ease a city’s pollution, and it improves 
Wonder (for a complete 
description, see the “Wonders 
of the World” section later in 
this chapter). 


pollution caused by production by 50% (not cumulative with 


production if the city has a Factory or equivalent. (The antipollution benefit is gained 
even if there is no Factory in the city.) Hydro and Nuclear (Nexus/ Biochaotic) are equally 
“clean” forms of energy, but the Hydro Plant is preferable because of the possibility of 
meltdown that comes along with a Nuclear Plant. Unfortunately, Hydro Plants can only 
be built in cities adjacent to Oceans, Rivers (or equivalent), or Mountains. The antipollu 
tion benefit alone is reason enough to build this Improvement. The production increase i 
just an added bonus. 


LIBRARY/SAGES' 
-LIBRARY/LABORATORY 
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Cost: 80/80/80 

Upkeep: 1/1/1 

Prerequisite: Writing/Ideograms/Lab Instruments E 
Effects: Increases the city's Science output by 5096. 


The research of Civilization Advances is vital to your success in the game. Any h 
increases the speed at which Advances are discovered is beneficial. The Library is 
of three Improvements that cumulatively increase the Science output of a city. With : 
low Upkeep and important effect, Libraries have no downside. The construction of 
Libraries in every city should be a priority as soon as you discover Writing. 


MANUFACTURING PLANT/ 
ARTIFACT GUILD/TRANSMOGRIFIER 


Cost: 320/320/80 

Upkeep: 6/6/6 

Prerequisite: Robotics/Spell of Animation/Transmutation 

Effects: Increases the city's production by 5096 (cumulative with Factory). 


| In order to build a Manufacturing Plant, а city must first have a Factory 

_ (Forge/Workshop). These two Improvements work together to double production in the 

_ city, increasing the rate at which the city can build unit: Improvements, and Wonders. 
Manufacturing Plants carry the san war as Factories, he ot 


‘Factories, only more so; the output 

| to build Manufacturing Plants, reduce 
equivalent) or pollution-reducing “power plants" 
You sh also consider the high Upkeep 
or the city before you rush to build it. 


increase greatly increa 


AARKETPLACE/BAZAAR/ 
GUILD LIBRARY 


Cost: 80/80/40 
Upkeep: 1/1/1 
| Prerequisite: Currency/Coinage/ Trade Guilds 
| Effects: Increases the citys Tax and Luxury/Entertainment output by 50%. 


Beginning players often ignore the Marketplace (along with Banks and Stock Exchanges) 
until a financial crisis is looming on the horizon. Early construction of Marketplaces in 
your cities helps keep your financial outlook bright. The Tax benefits of a Marketplace arc 
more than sufficient to make this Improvement self-sustaining. The potential happiness 
benefits should also be taken into consideration. Marketplaces magnify the Luxuries pro- 
duced by Entertainers as well as the Luxuries produced by Trade. 


MASS TRANSIT/BESTIARY/ 
PRIODULCIFICATOR 
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+4 
Cost: 160/160/140 1 
Upkeep: 4/4/4 : “ 
Prerequisite: Mass Production/Fortified Ley Lines/Prionic Stabilizers € 
Effects: Eliminates all population-based Pollution. 


Considering its beneficial effects, the cost of building and maintaining the Mass Ti 
Improvement is well worth it. Building Mass Transit in a city eliminates populatio 
the pollution formula. The larger the city, the more dramatic the pollution reduction. 
preventive measure against the devastating effects of global warming, Mass Transit should 
high on your “Improvements to build” list as soon as you discover the required technology. 


NUCLEAR PLANT/NEXUS/ 
BIOCHAOTIC GENERATOR 


Cost: 160/160/80 

Upkeep: 2/2/2 

Prerequisite: Nuclear Power/Magic Lore/Chaos Biogenics 

Effects: Increases the Factory output of a city by 50% and decreases 


pollution caused by production by 50% (not cumulative with other 
“power plants”). Poses a danger of catastrophe until you discover 
Fusion Power/Arcane Arts/Green Attractors. 


Nuclear Plants produce the same benefits as Hydro Plants at a significantly lower price 

and maintenance cost, 1 o available | every city, not just the ones near water or 
Improvement is the possibility of meltdown, 

d gen lo of p ution. As long as you keep 

sidering the cost difference between 


Cost: 160/160/90 

Upkeep: 3/3/4 

Prerequisite: Miniaturization/World Exploration/Plasmatronics 

Effects: Adds one to the production of each Ocean square inside the 

g^ NOTE City Radius. 

f a Like Coastal 

Fortresses, Offshore The overall value of this Improvement is based on three factors: the number of Ocean 
POUCA (any type) squares within the City Radius, the number of these squares currently in use, 
in cities built near and whether the land nearby supplies sufficient production. In a city with few Ocean 
ШОШ squares or a small population, the Upkeep cost of an Offshore Platform outweighs the 
building Offshore benefit it provides. In addition, on a production-rich map like Sci-Fi's Naumachia, who 
NEUTRO needs to pay for more? Only in large cities with a large number of Ocean squares is the 
is minimal at best. Offshore Platform a worthwhile investment. 


PALACE/CITADEL/CAPITAL 
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Cost: 100/100/100 

Upkeep: 0/0/0 

Prerequisite: Masonry/Craftsmanship : 

Effects: Eliminates all corruption and waste in the city and reduc ^ 
nearby cities. | The best reason to move your 

Palace is to prevent your ene- 
The city containing your Palace is the capital city and center of your civilization mies from capturing your 
receive a Palace automatically when you build your first city. You can only have one api cty after you launch 


: К our spaceship. If the capital 
Palace at any given time. When you choose to build one in a city, you are actually е j uA ыы 


relocating the Palace from its original location to a new one. When the Palace is moved to ship is en route to Alpha 
a new city, the old Palace disappears and the new city becomes your capital. (You cannot Centauri, the spaceship is 
sell your Palace.) This is not often necessary, except perhaps as a strategic move. You сап ШОЛА 
move your Palace to make your capital hard to reach (and conquer), but remember that ШИЕ 


the effect on corruption and waste is a matter of distance. A centered capital is the most wit aine l 
alace to а safer location, 


effective one. 


POLICE STATION/DUNGEON/ 
DOPPLEGARAGE 


Cost: 60/60/140 

Upkeep: 2/2/2 

Prerequisite: Communism/Commune/Xenobiology — 

Effects: Decreases the number of citizens unhappy because of units away from 


| 


ce Stat your goverr nent is one of the advanced and less 
cy— especially if you're at war. The more units 


ese forms of government, the more unhappy citizens 


Police Stations allow you to more easily conduct 


Instead of building Police Stations/Dungeons/Dopplegarages E : 
military and exploratory operations away from the 


in every city, consider building the Women s Suffrage/ Glyph 
of Understanding/ Organ Bank Wonder. (For complete details, 
see "Wonders of the World” later in this chapter. Democracy (or equivalent), Police Stations are an 


unnecessary exp ense. 


city. If you are not governing through Republic or 


| PORT FACILITY/ 
SEA FORTRESS/HARBOR TOWN 


4 note MA 80/80/80 
“Once again, Upkeep: 3/3/3 
beware of the tempta- Prerequisite: Amphibious Warfare/Sea Raids/Market Economy 
tion to build Port Effects: Repairs any damaged sea units that spend an entire turn in the city. 


Facilities in cities adja- 
ent to "lakes." A Port 
acility on an inland sea 
s à Waste of resources. 


Port Facilities are important if you intend to utilize a large number of sea units. Just as 
Airports keep air units operating at peak efficiency, Port Facilities quickly repair ships and 
get damaged units back in business faster. This Improvement is especially valuable in the 
Sci-Fi Game because sea units are vital for transporting other units between maps. With 
their high Upkeep cost, Port Facilities are too expensive to be built in every coastal city. 

- Limit their construction to the cities closest to your major shipping routes and battle lines 
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POWER PLANT/ 


_ 


Cost: 160/160/140 

Upkeep: 4/4/4 

Prerequisite: Refining/Elemental Energy/Economy of Scale 

Effects: Increases the Factory output of a city by 50% and decreases pollution 


caused by production by 50% (not cumulative with other 
“power plants”). 
NOTE 
Power Plants are the first “energy source” Improvements you can build. They are also the In the science 
least beneficial. Power Plants don’t provide any antipollution benefits, even though you Т game, human 
get the same production boost as from Hydro, Nuclear, and Solar Plants. Power Plants civilizations cannot 
also cost the same as Nuclear Plants and have twice the maintenance cost. Unless a city ШТ Improvement. 


desperately needs the help, avoid Power Plants altogether and wait until cleaner forms of 
energy are available. 


RECYCLING CENTER/ 
BOTTOMLESS WELL/SPHACELATORI UM 


A 200/200/100 
Upkeep: 2212 
Prerequisite: Recycling/Soil Enhancement/Omniform Bacteria 
Effects: Reduces production pollution by two-thirds. 


The antipollu- 
tion effects of a 
| Recycling Center super- 
sede those of a Nuclear 
or Hydro Plant that 
exists in the same city; 
the bonuses are not 


Until you are able to build Solar Plants (Crystal Pyramid/Gravitic Generator), Recycling 
Centers are the most effective way to cut a city’s production-based pollution potential. 
Cities equipped with both a Recycling Center and Mass Transit are virtually pollution- 
aum: fee. It should be noted, however, that adequate pollution control usually can be achieved 
through a combination of a Nuclear or Hydro Plant and Mass Transit. If you manage 


your cities well, Recycling Centers are unnecessary. 


RESEARCH LAB/ALCHEMY 
LABORATORY/COLLAPSATRON Q 


160/160/160 

3/313 

Computers/Clockworks/Quantronics 

Increases the city’s Science output by 50% (cumulative with Library 

As an alternative to Research and University). 

Labs/Alchemy 

mek eps Research Labs are the Stock Exchange of Science. Their effect combines with those of th 
University to give the city a total Science increase of 150%. A Research Lab 


ng the SETI Program/Eye of rary and 
| Odin/Eureka Institute ity is highly recommended if you want to stay ahead in the research race in the 


UTE Millar stages of the game. 
"Wonders of the World" later _ 
n this chapter. 
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SAM MISSILE BATTERY/ 
MAGIC SHIELD/FULMINE RING 


Cost: 100/100/180 
Upkeep: 2/2/2 
Prerequisite: Rocketry/Fireball Incantation/Plasma Chamber 
Effects: Doubles the Defense Factor of all units inside the city against air [4 
attacks and non-nuke missile attacks. | 4 NOTE 


4 E 
SAM Missile 
SAM Missile Batteries defend a city against air units and non-nuke missiles much like Batteries provide no 


City Walls defend against ground units and Coastal Fortresses defend against sea units. If RMAN against Nuclear 
your enemies are fond of using air units and missiles against your cities, a SAM Missile Missile, Fireball, and Ne 
Battery in each city is a good investment. The value of this defensive Improvement is Plus Ultra attacks, 
based on how frequently a city experiences airborne attacks, Build them as necessary to 
suit the prevailing situation. 


SDI DEFENSE/ 
FIREBALL SHIELD/NUCLEON SHIELD 


200/200/80 


4/4/4 
Prerequisite: Laser/Moonstone/Nucleonics 
Effects: Protects everything within three squares of the city from nuke attacks. 


Every city might not need its Doubles the city’s defense against non-nuke missiles. 


own SDI Defense, depending 
on their proximity to one Your enemies in Test of Time don't hesitate to use Nuclear Missiles, Fireballs, and the Ne 


another, If two cities are Plus Ultra. As a result, the defense against these units lays a very important role. As 

5s g play ry imp 

within three squares of one aie 0 ; . : | : 

another an SDI Defense in NM as any civilization you're at odds with gains nuclear weapons capability (you will 

one of the cities protects bot know because their words are backed ..." during negotiations), start protecting your 

of them from nukes. most important cities with SDI Defense systems. Also, do so before you start a war with 
a civilization that already possesses nuclear capability. (Be aware that SDI Defense system: 
do not protect against nuclear devices planted by Spies.) The SDI Defense also protects 
against non-nuke missiles, doubling the city’s defense against these weapons. This defen- 
sive bonus is cumulative with that of the SAM Missile Battery. 


SEWER SYSTEM/ 
CATACOMBS/M.A.I.D.S. 


120/120/160 
21212 
Sanitation/Architecture/Basic Automation 

Required for a city to grow beyond size 12 (14 in Sci-Fi). 
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SOLAR PLANT/CRYSTAL : 
PYRAMID/GRAVITIC GENER 


Cost: 320/320/60 


Upkeep: 4/4/4 
Prerequisite: Environmentalism/Nature Lore/Artificial Gravity 
Effects: Increases Factory output by 5096 and eliminates all production pollu- 


tion in the city (not cumulative with other "power plants"). Helps to 
prevent global warming by partially neutralizing existing pollution. 


Solar Plants are the ultimate in clean power generation. They greatly improve the pollu- 
tion situation by eliminating the citys production-based pollution potential. Solar Plants 
also help slow the effects of global warming. Each one you build neutralizes one-half of 
one polluted square. If there are currently six polluted terrain squares in your territory 
and four of your cities have Solar Plants, only four polluted squares are counted toward 
the global warming total. Whether or not you should build a Solar Plant depends on the 
situation. If a city already has any combination of Mass Transit, a Recycling Center, and a 
Hydro or Nuclear Plant and is causing no pollution, a Solar Plant is of little benefit. It's 
usually possible to get through the entire game without building a single Solar Plant. 


SS COMPONENT/SE ENGINE/ 
FTL DRIVE ELEMENT 


e : the size of your payload. 


_ Соз: 160/160/160 


Upkeep: 0/0/0 

Prerequisite: Plastics/Fairy Fabric/FTL Drive 

Effects: The combination of one of each type increases your spaceship or siege 
engines speed by 25%. 


These are obviously vital to the success of the mission—without fuel and engines, the 
ship or siege engine cant be launched. One set is enough for your vessel to get there, but 
adding more is usually worth the time and cost. This is especially true in the Extended 
Game, when getting to Centaurus first gives you a big advantage. 


SS MODULE/ 
SE ARMAMENT/SHIP’S FACILITY 


J, 
s 


M d» 


Cost: 320/320/320 

Upkeep: 0/0/0 

Prerequisite: Superconductor/Rod of Shivers/ Monoskin Armor 

Effects: The combination of one of each type increases the payload. 


Like SS Components, these are vital to the completion of your spaceship or siege engine 
In order to function, your vessel must have at least one full set of three—one of each 
type. One set is enough to do the job, but in the Extended Game, adding more is wortt 
the time and cost. The number of units you get to start with on Centaurus is based on 
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SS STRUCTURAL/ 
SE STRUCTURE/SUPERSTR 


Cost: 80/80/80 

Upkeep: 0/0/0 

Prerequisite: Space Flight/Huginn and Muninn/Monopolium 

Effects: Forms the structural framework for your spaceship or siege engine. — 


Structural pieces are normally 
the first parts you are able to 
In order for the other parts of your spaceship or siege engine to function, they must be you need a lot of 
completely connected to one another by structural elements. These many structural pieces ДШ ДОЛ 
even the smallest vessel, 
have several of your cities 
Start producing structural 
Modules is wasted if they aren’t launched with the rest of the vessel. pieces while you complete the 


are automatically linked together as they are constructed. You must have enough of these 
to connect all of the other parts you've built. What you spend to built Components and 


research required to produce 


ST ARP ORT / Components and Modules. 
ASTRAL Po RTAL/SPACEPORT 


idmars Compact/Quantum Gravitics 
ween cities on different maps. 


ability to instantly move units between cities is very useful, especially when it's com- 
f NOTE ed with intermap capability. Though they're great for importing reinforcements, 

MT TE MEM building a Starport in every city is an unnecessary expense. Just like Airports, only build 
them in strategic locations. If you're not the preeminent naval power in the game, and 
thus have some trouble transporting units safely between maps, you need Starports. In 
the Extended Game, it can be tough to secure your beachhead on Centaurus without 
constant reinforcement. Starports are available long enough before intermap transport 
units that they serve as your best early reinforcement system. 


equivalent Improvement 
in the Original Game. 
There's only one map, 


50 there's no point. 


STOCK EXCHANGE/ 
TOLL HOUSE/EMERGENCE CENTER 


Cost: 160/160/200 

Upkeep: 4/4/4 

Prerequisite: _ _ Economics/Trading League/Emergent Systems 

Effects: - Increases the city’s Tax and Luxury output by 50% (cumulative with 
Marketplace and Bank). 


_ This Improvement boosts а city’s Tax and Luxury output, in conjunction with the 
Marketplace (Bazaar/Guild Library) and Bank (Counting House/Investment House). 
The incredible 150% Tax and Luxury boost collectively generated by these Improvemen 
— makes this combination impossible to resist, especially since they more than pay for thei 
Upkeep. As soon as it becomes feasible, every city should have a Stock Exchange. 
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SUPERHIGHWAYS/LEY LIN 
GENIE PARK 


1700 


Cost: 200/200/200 

Upkeep: 5/5/5 

Prerequisite: Automobile/Summon Sea Beast/G.En.I.E.s 

Effects: All squares inside the City Radius with roads or railroads (or 


equivalents) produce 50% more Trade/Data. Adds a 50% bonus to 


trade route income. 


Superhighways provide an excellent Trade boost in any city surrounded by roads. Cities 
surrounded by railroads receive a particularly good Trade increase because the effect of 


| Superhighways is cumulative with that of the railroad itself. Superhighways in all your 


| cities boost your research and income as well as your trade route income. In the Sci-Fi 


| 


| 


Game, these can seem less valuable, if only because you already have access to the Data 


i resources on the Orbit map by the time you can build GenIE Parks. 


|, SUPERMARKET/ 
| FARMER'S MARKET/HARVESTER 


: 80/80/80 

Upkeep: 3/313 

Prerequisite: Refrigeration/Dragon’s Teeth/Adaptive Automata 

Effects: All farmland/tohubohu squares within the City Radius produce 
50% more Food. 


oe 


Until a city builds a Supermarket, double-irrigated (farmland/tohubohu) squares within the 
City Radius produce the same amount of Food as normally irrigated terrain. This 
Improvement, combined with a number of farmland squares, is an excellent way to improve 
the Food output of cities with lower than average yields, particularly on Food-poor maps. In 
| cities with average or better Food output, Supermarkets and farmland are low priority items. 
| In the Sci-Fi Game, wait until you can actually double-cultivate (after you've discovered 
Prionic Stabilizers) before constructing (and paying Upkeep on) Harvesters. 


TEMPLE/ORRERY 


Cost: - 40/80 
Upkeep: an 
: Prerequisite: Ceremonial Burial/Ritual Burial/Astronomy 
Effects: Two unhappy citizens are made content. 


mples are one of the earliest Improvements : available. Orreries come early too (in the 
j-Fi Game), but they're only available to nonhuman civilizations. Especially on higher 
rels when your citizens become unhappy r more q ikir a Temple should be 
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UNIVERSITY/WIZARD'S 
TOWER/INFOMATRIX 


Cost: 160/160/140 

Upkeep: 3/3/3 

Prerequisite: University/ T heurgy/Crystal Thermionics 

Effects: Increases the city's Science output by 5096 (cumulative with 


Library/Sage’s Library/Laboratory). 


Once again, the importance of research cannot be overemphasized. The cumulative 
strength of the Library and University doubles a city’s Science output. A University in every 
city is highly recommended so you can remain competitive in the quest for knowledge. 


WONDERS OF THE WORLD 


Wonders of the World are much more expensive in terms of construction time than City 
Improvements, but you pay no Upkeep once they're built. On the other hand, most 
Wonders eventually expire, while Improvements don’t. Wonder effects are generally far- 
reaching and dramatic, and they add to your final score. Are they worth building (and 
capturing)? Of course they are. The question is when should you build each one? There 


are right and wrong times (and places) to build Wonders, but we'll get to that after the 
handy tables. 


Like Improvements, there are three tim: 
Time as there were in Ci 
terms of functio 


ally into the different games. In 
The Fantasy and Sci-Fi Wonders 


NOTE EN this section, we first cover general strategies for building Wonders. Also, as we did 
SM TEE for Improvements, we briefly discuss each trio of Wonders. Along with the analysis of the 
MOAR tM pros and cons, there's also a helpful listing of the vital statistics (in the format 
E expire when any vi- Original/Fantasy/Sci-Fi) for each set. This is identical to “Improvements,” except that 


lization in the game “Upkeep,” which is not relevant for Wonders, is replaced by “Expiration” (a listing of the 


discovers the Expiration 
Advance listed, no 
matter who owns it. 


Advance that makes the Wonder’s effects vanish). 


Again, before we begin, here are two tables. Table 1-3 covers the effects. of each 
Wonder in the Original Game. Table 1-4 lays out the equivalents—which Wonders from 
the various games have identical effects. By consulting them both, you can quickly find 
the function of any Wonder in any of the games. 


ORIGINAL WONDER EFFECTS 


TABLE 1-3. WONDER OF THE WORLD EFFECTS 
NAME EFFECTS 


ADAM SMITH’S TRADING Co. PAYS THE UPKEEP OF ALL IMPROVEMENTS WITH AN UPKEEP COST 
OF ONE. 
APOLLO PROGRAM ALLOWS ALL CIVILIZATIONS TO BUILD SPACESHIPS. REVEALS ENTIRE 


MAP TO ALL. 


COLOSSUS GENERATES ONE EXTRA UNIT OF TRADE IN ANY SQUARE ALREADY 
PRODUCING TRADE IN THE CITY WHERE BUILT. 


COPERNICUS’S OBSERVATORY INCREASES SCIENCE OUTPUT BY 50% IN THE CITY WHERE IT IS BUILT 


CURE FOR CANCER MAKES ONE CONTENT CITIZEN HAPPY IN EVERY CITY. 
DARWIN'S VOYAGE AUTOMATICALLY GRANTS TWO CIVILIZATION ADVANCES. 
EIFFEL TOWER SHIFTS ATTITUDES OF RIVAL CIVILIZATIONS 25 POINTS IN YOUR 


FAVOR. RIVALS FORGET YOUR TRANSGRESSIONS MORE QUICKLY. 


GREAT LIBRARY AUTOMATICALLY GIVES YOU ANY ADVANCE OWNED BY TWO 
OTHER CIVILIZATIONS. 


GREAT WALL ACTS AS CITY WALLS IN ALL YOUR CITIES. UNIT ATTACK FACTORS 
DOUBLED VERSUS BARBARIANS. RIVAL CIVILIZATIONS ARE FORCED TC 
OFFER PEACE. 


HANGING GARDENS MAKES THREE CONTENT CITIZENS HAPPY IN THE CITY WHERE BUILT 
AND ONE CONTENT CITIZEN HAPPY IN EVERY OTHER CITY. 


HOOVER DAM ACTS AS A HYDRO PLANT IN EACH OF YOUR CITIES. 


SAAC NEWTON’S COLLEGE DOUBLES SCIENCE OUTPUT IN THE CITY WHERE IT IS BUILT. 


«J. S. BACH’S CATHEDRAL DECREASES THE NUMBER OF UNHAPPY CITIZENS BY 2 IN EACH OF 
YOUR CITIES. 
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ORIGINAL WONDER EFFECTS (CONTINUED) 


TABLE 1-3. WONDER OF THE WORLD EFFECTS 


NAME 


KiNG RICHARD'S CRUSADE 


LEONARDO'S WORKSHOP 


LIGHTHOUSE 


MAGELLAN'S EXPEDITION 


MANHATTAN PROJECT 


MARCO POLO'S EMBASSY 
MICHELANGELO'S CHAPEL 
ORACLE 

PYRAMIDS 

SETI PROGRAM 
SHAKESPEARE'S THEATRE 


STATUE OF LIBERTY 


SUN TZU'S WAR ACADEMY 


UNITED NATIONS 


WOMEN'S SUFFRAGE 


EFFECTS 
EVERY SQUARE IN THE CITY RADIUS WHERE IT IS BUILT PRODUCES 
ONE EXTRA PRODUCTION. 


AUTOMATICALLY UPGRADES OBSOLETE UNITS FREE OF CHARGE. 


ar 


INCREASES THE MOVEMENT RATE OF ALL SEA UNITS BY 2. 


ALLOWS ALL CIVILIZATIONS TO BUILD NUKES (ONCE THEY DISCOVER 
THE PREREQUISITE ADVANCE). 


AUTOMATIC EMBASSY WITH ALL OTHER CIVILIZATIONS. 
ACTS AS A CATHEDRAL IN ALL YOUR CITIES. 

DOUBLES THE EFFECTIVENESS OF ALL TEMPLES. 

ACT AS A GRANARY IN ALL YOUR CITIES. 

ACTS AS A RESEARCH LAB IN ALL YOUR CITIES. 
ELIMINATES UNHAPPY CITIZENS IN THE CITY WHERE IT IS BUILT. 


ELIMINATES ANARCHY WHEN CHANGING GOVERNMENTS. ALLOWS THE 
CHOICE OF ANY GOVERNMENT TYPE. 


ALL NEW UNITS ARE VETERANS. ALL YOUR NON-VETERAN UNITS 
BECOME VETERANS AFTER WINNING ONE BATTLE. 


AUTOMATIC EMBASSY WITH ALL OTHER CIVILIZATIONS. RIVALS 
FORCED TO OFFER PEACE. YOU CAN DECLARE WAR ON A CIVILIZATION 
WITH WHOM YOU HAVE A TREATY 5096 OF THE TIME UNDER 

A DEMOCRACY. 


ACTS AS A POLICE STATION IN ALL YOUR CITIES. 


з "NOTE 
| «t Remember: When a resource increase due to any 
E Improvement(s) and/or Wonder(s) induces a fractional result, 


the result is always rounded down. 


TABLE 1-4. WONDER OF THE WORLD EQUIVALENTS 


| ORIGINAL/EXTENDED 


ADAM SMITH’S TRADING Co. 
APOLLO PROGRAM 
COLOSSUS 
COPERNICUS’S OBSERVATORY 
CURE FOR CANCER 
DARWIN’S VOYAGE 
EIFFEL TOWER 
GREAT LIBRARY 
GREAT WALL 
HANGING GARDENS 
HOOVER DAM 
ISAAC NEWTON’S COLLEGE 
J.S. BACH’S CATHEDRAL 
KING RICHARD’S CRUSADE 
LEONARDO’S WORKSHOP 
LIGHTHOUSE 
MAGELLAN’S EXPEDITION 
MANHATTAN PROJECT 
MARCO POLO'S EMBASSY 
MICHELANGELO'S CHAPEL 
ORACLE 
PYRAMIDS 
SETI PROGRAM 
SHAKESPEARE'S THEATRE 
STATUE OF LIBERTY 
SUN TZU’S WAR ACADEMY 
UNITED NATIONS 
WOMEN'S SUFFRAGE 


FANTASY 


PEARL OBELISK 
DEUS EX MACHINA 

SACRED MENHIR 
STONEHENGE 

SANGREAL 

PHILOSOPHER'S STONE 
ANGELIC MONUMENT 
WIZARD'S CONCLAVE 
EXCALIBUR 

CAULDRON OF PLENTY 
CIRCLE OF SUMMONING 
TOME OF INSPIRATION 
BARD'S TAVERN 

HOLY QUEST 

SACRED RUNE OF ALTERATION 
EYE OF RAN 

BRIAN'S EXPEDITION 
PANDORA'S BOX 

THE CROWN'S EMISSARY 
ALTAR OF ENLIGHTENMENT 
MERLIN'S ORACLE 

GOLDEN ORCHARD 

EYE OF ODIN 

ROYAL JOUST 

ORB OF PEACE 

ROUND TABLE 

COUNCIL OF THE OVERMIND 
GLYPH OF UNDERSTANDING 


CENTRAL SERVICE 
VIEW FROM EARTH 
WIZARD SCOUTS 

SITW PROJECT 
ROSCOE'S CIRCUS 
FLECK'S GENESIS 
PSI-BRATOR 
ACROLECTIC SOLENOID 
ALL-FIELD 

GREAT GAMES 

HELA TURBINE 
COMBINE 

SIR ARTHUR'S STONE 
RECYCLOTRON 
MORPHON ATTRACTOR 
SEA GUIDES 

OCEANUS FIELD 
PENANCE 

MARCONI TOWER 
LIVING WAGE 

TANIQ PLANETARIUM 
NUTRINET 

EUREKA INSTITUTE 
SINGING GARDENS 
JULIAN BUREAUCRACY 
MILQUETOAST 
XENOSABE CONCOURSE 
ORGAN BANK 


> Throughout the following descriptions, we often refer to the Wonder only by its name in the Original Game, just as we did for Improvements. 
“This is for the sake of brevity, to avoid using too many "name/other name/ third name” constructions. Except in cases where we specifically note 
differences, the strategies for one version of the Wonder work just as well for both of the others. 


ADAM SMITH'S TRADING Co. 
PEARL OBELISK/CENTRAL SERVICE 
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Cost: 400/400/300 

Prerequisite: Economics/Trading League/Basic Automation 

Expiration: None/Ragnarok/Green Attractors LS 
Effects: Pays the maintenance costs of all City Improvements wit : 


Upkeep cost of one. Improvements with an Upkeep greater 


are not affected. 


Most City Improvements require an Upkeep cost each turn in order to maintain th 
| This Wonder is a partial solution to the high cost of maintenance; it absorbs the Upkeep 
| costs for all Improvements with an Upkeep of one. Many Improvements fall into this 

category (seven in the Original Game alone), and this Wonder saves you a significant 

amount every turn. For example, in a civilization of 20 cities, each of which has all seven 
of the one-Upkeep Improvements, the Trading Company would save you 140 gold every 
turn. If you have the resources to build it, this Wonder is highly recommended. 

The only exception is in the Science Fiction Game. The time between Basic 
Automation and Green Attractors is not always long enough to both build this Wonder 
and enjoy its effects for as many turns as you would like. Depending on the rate of 
research in your situation, Central Service might be less attractive than some other project. 


| APOLLO PROGRAM/ 
DEUS EX MACHINA/VIEW FROM EARTH 


| Cost: 600/600/600 


| Prerequisite: Huginn and Mi 
Expiration: rok/None 


lis is a critical Wonder to obtain if you intend to win the game by sending a spaceship 
or siege engine to its destination. It's not necessarily important, however, that your civi- 
lization be the one to build it. No matter who builds the Apollo Program, ail civilizations 
in the game can start building a grand project, and the maps are revealed to everyone. If 
you receive notice that another civilization is building the Apollo Program, avoid dupli- 
cating the effort and let your opponent do the work for you. There is no reason to build 
this Wonder yourself unless you're in a tremendous hurry or you want the points for your 
Civilization Score. 


COLOSSUS/ 
SACRED MENHIR/WIZARD SCOUTS 


Cost: 200/200/200 
Prerequisite: Bronze Working/Ironsmithy/Lab Instruments 
Expiration: Flight/Witchcraft/Xenobiology 


Effects: 


Generates one extra unit of Trade/Data in any square already 
producing Trade around the city where it is built. 


- "This Wonder provides a good Trade boost for the city that builds it. As Wonders go, it's 
relatively inexpensive, available very early in the game, and lasts a good while in every 
game. Its benefits can be great—up to 21 extra Trade—if it is built in the right city. The 
Colossus naturally functions best in a city that has a high population and already pro- 
duces alot of Trade. 


Building Vonders early in the game can i very time consuming. Wait until you have several cities before you attempt your first Wonder, since the 
city producing the Wonder often has its production tied up for hundreds of game years. If you have several cities, the others can build any units you 
need while the Wonder-producing city is busy. 


| 


Cost: 300/300/300 
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COPERNICUS'S 
OBSERVATORY/STONEHEN 
SITW PROJECT 


Prerequisite: Astronomy/Astrology/Xenobiology 
Expiration: None (Hyperentropics)/Ragnarok/Prionic Stabilizers 
Effects: Increases Science output by 50% in the city where it is built. 


Anything you do to increase the amount of Science generated by your civilization can 
only improve your game performance. This Wonder’s effect is cumulative with the effects 
of Libraries, Universities, and Research Labs. In fact, the effects of the Wonder are calcu- 
lated afier the effects of City Improvements and Scientists are taken into account, yielding 
a significant amount of additional Science. Although, overall, it’s not as important as 
some Wonders, Copernicuss Observatory is very useful, especially if built in a city with 


| an already generous Science output. 


CURE FOR CANCER/ 
SANGREAL/ROSCOE’ S CIRCUS 


i izen happy in each of youx cities. - 


: This Wonder produces essentially the same effect as having a permanent Entertainer in 
; Though each city. Happiness issues arise at all points іп the game, especially at higher difficulty 
levels. In the Original and Fantasy Games, Cure for Cancer offers some late game assis- 
tance in this area. This is vital under the less stable governments (Republic and 
Democracy). It's even more useful in the Extended Game. If you anticipate conditions 
that could cause your citizens to be unhappy (a war or a decrease in the Luxuries rate), 
build this Wonder as soon as it becomes available. You'll be surprised how helpful an 


| Roscoe's Circus is 
available early and 
inexpensively in the 
Sci-Fi Game, it is avail- 
able only to the nonhu- 
man tribes. A human 
empire can, however, 
capture it and gain its 


additional happy person in each city can be. 


DARWIN’S VOYAGE/PHILOSOPHER'S 


advantages. STONE/FLECK’S GENESIS 


Cost: 400/400/300 

Prerequisite: Railroad/Transposition Spell/Electronic Brains 
Expiration: N/A 

Effects: Automatically grants two Advances. 


This Wonder is unique in that it neither expires nor continues to function after its initial 
construction. It is also of no real value (other than score) when it is captured. 
Nevertheless, this is one of the more sought-after Wonders; it instantly completes researc 
on the Advance currently being studied and then grants another of your choice. Though 
need not give this Wonder top priority, build it if you have the time and the spare 
ion to do so. It gives your research effort a nice boost. And, perhaps more impor 
) andy, if Den ыш i: you — one of your opponents of : two inst 


EIFFEL TOWER/ANGELIC 
MONUMENT/PSI-BRATOR 


| 
| 
| 


| Cost: 

| Prerequisite: 
| Expiration: 

| Effects: 


There are two good reasons to build this Wonder: to atone for past sins and to ease the 
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300/300/400 

Steam Engine/Iron Foundry/Psionics 

None (Robotic Warfare)/Ragnarok/Proteus Sapiens 

When first built (or captured), shifts the attitudes of all AI civilizations 
in your favor; continues to improve them over time. 


»>NOTE 


| consequences of future ones you're planning to commit. It’s difficult to get away with fre- Fy This 


quent treaty-breaking; the AIs have good memories and are unlikely to deal with you if 
you have a bad reputation. The Eiffel Tower is the only way to change your reputation for 
the better. This is a low priority if you stick to your treaties or just don’t care what others 
think. Otherwise, consider this one possible way to ease your political woes. 

In the Sci-Fi Game, only human civilizations have the opportunity to build this 
Wonder. If the Psi-brator is an important part of your winning strategy, avoid playing as a 


| 


nonhuman tribe. 


Wonder only affects 
Al-controlled 


civilizations in 

multiplayer games. 
As such, it's a very 
low priority Wonder. 


GREAT LIBRARY/WIZARD'S 


CONCLAVE/ACROLECTIC SOLENOID 


300/300/500 
Prerequisite: Literacy/Runes/VTOL 

Expiration: Electricity/Thaumaturgy/Quantum Gravitics 
Effects: 


Automatically gives you every Civilization Advance discovered by at 
least two other civilizations. 


In Civilization I, the Great Library was of limited use because it expired quickly, usually 
yielding only three or four Advances. Now that the life span of this Wonder has been 
extended, the Great Library is a much more worthwhile investment. It is most valuable, 
of course, when you have fallen behind your opponents in research. 


The Great Library can also allow you to pursue a number of different research paths 
simultaneously. For example, if you strive for Espionage while your opponents are going 
for Armor, the Great Library allows you to accumulate their Advances, and the units the 
allow, while continuing your preferred line of study. 


GREAT WALL/EXCALI BUR/ALL-FIELD 


300/300/600 
Masonry/Quantum Gravitics 

Metallurgy/Metalworking/None 

Acts as City Walls in all your cities. Doubles your units’ Attack 
Factor versus Barbarians. Forces rival empires to offer peace 
during negotiations. 


. ssl orth = considerate The benefits are clear. 
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For most players, these drawbacks are a small price to pay for 
Wonder offers. It’s available early and is particularly advantageous. 
Sci-Fi. There, it is available late and is expensive, but it never expires—an 
against Barbarians can be a great help against the HaGibborim. 


cd 


HANGING GARDENS/ 


| Cost: 200/200/300 

| Prerequisite: Pottery/Dagda’s Gift/Adaptive Automata 

| Expiration: Railroad/Transposition Spell/Disintegration 

| Effects: Makes three content citizens happy in the city where it's built and one 


in each of your other cities. 


| This Wonder is, essentially, a version of Cure for Cancer with an added bonus. The 
importance of the Hanging Gardens depends on the difficulty level and game you're play- 

| ing. On lower levels, citizen unhappiness is no problem early in the game, and this 

| Wonder is less necessary. At higher difficulty and in the Science Fiction Game (where 

| Great Games comes later and happiness is generally harder to come by), building this 

| becomes much more appealing. 

| Hanging Gardens is particularly beneficial in its home city because the extra happiness 

makes "We Love the King Days" more common. If you want a particular city to grow 

quickly early in the Original or Fantasy Game, try building the Hanging Gardens there. 


Cost: 600/600/400 
Prerequisite: Electronics/Aether Control/Syncretic Biology 
Expiration: None/Ragnarok/None 


\ 
=== EMI Effects: Acts as a Hydro Plant/Alchemical Guild/Morphic Generator in all 
If you build this Wonder, sell 


off all your existing "dirty" 
"power plants" 
(Hydro/Alcehmical/Morphic, 
АШ ЛИ Building the Hoover Dam is an excellent way to ease pollution and increase production 
and throughout your entire civilization. This Wonder should be a high priority project regard 
Nuclear /Nexus/ ШШЩ less of whether you have a pollution or production deficit problem. Sooner or later, you 
for extra cash-you won t 2 ao 
iei bent шн Dot need some sort of “power plant,” so it might as well be a clean one. Hoover Dam also 
however sell Solar ПТ saves you all the money you would normally spend maintaining individual “power plants 
Krystal Pyramids, or Gravitic in all your cities. 

Generators; their environ- : 

mental effects supersede ISAAC NEWTON'S COLLEG E/ 


those of the 


wate TOME OF INSPIRATION/COMBINE 


friendly cities. Effects are not cumulative with existing “power plants" 
(Power, Hydro, Nuclear, and Solar). 
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Cost: 400/400/400 

Prerequisite: Theory of Gravity/Niebelungenlied/Hybrid Design 
Expiration: None (Reality Engineering)/Ragnarok/Ge'sstok Mamut 
Effects: Doubles the Science output in the city. : 


This Wonder is a more powerful version of Copernicuss Observatory. Like Cope 
Observatory, Isaac Newton's College bases its bonus on the amount of Science produce 


by its home city after the bonuses for Improvements and Scientists are taken into account 
| This Wonder can be extremely beneficial to your research efforts, especially if it is built in 


а city that is already producing a generous amount of Science. Although its effects don’t 
extend beyond one city, Isaac Newton's College is not a Wonder to be ignored. 


J.S. BACH'S CATHEDRAL/BARD'S 
TAVERN/SIR ARTHUR'S STONE 


Cost: 400/400/100 

Prerequisite: Theology/New Religion/Craftsmanship 

Expiration: None/Ragnarok/Spacecraft 

Effects: Makes two unhappy citizens content in all your cities. 


| This is one of the three highest priority Wonders in the game. At higher difficulty levels 
| and when you're governing by Republic or Democracy, this Wonder goes a long way 

| toward keeping the peace in your empire. Two less unhappy people per city means two 
eir home city in a Republic (one extra unit under a 
s make the construction of this Wonder one of 


| extra units that can 


arly ie Sci-Fi Game: perhaps too early to 
ntioned earlier, about how soon to begin on your 


you intend to build both 
Opernicus s 
bservatory/Stonehenge/ 


| SITW Project and this Wonde 


build them in two different 
cities to receive the maximu 
possible Science benefits. 


SÉ Those familiar 
with the old Civilization 
[should note that the 
effects of J. 5. Bach's 
Cathedral are no longer 
limited to the continent 


where it is built, thus 
increasing the power of 
this already desirable 
Wonder. 


Cost: 300/300/300 


Prerequisite: Engineering/Omniform Bacteria 
Expiration: Industrialization/Mercantilism/Abaryonic Matter 
Effects: Every worked square in the City Radius produces one 


extra production. 


On the surface, this Wonder seems to be a good way to increase production. This is true 
to an extent, but there are better ways to increase your output in most cases. This Wonde 
is most useful in a city that has a low overall production. The city also needs to be fairly 
large to reap the full benefits of King Richard's Crusade, since only terrain squares that 
are being worked by one of your citizens produce the bonus. Considering these factors, 
plus its limited life span, King Richard's Crusade is definitely a low priority Wonder. 


LEONARDO'S WORKSHOP/ 
SACRED RUNE OF ALTERATION/ 
MORPHON ATTRACTOR 
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Cost: 400/400/500 

Prerequisite: Invention/Transmutation VAY SUAE 
Expiration: Automobile/Ragnarok/Allotropics dil team; 
Effects: When an existing unit becomes obsolete due to the di ber of qood strategie 


Advance, it is automatically upgraded to its modern equiv. oncerning Leonardo 


It’s impossible to convey the true value and importance of this Wonder. Leonardo’ 
Workshop is, hands down, the most desirable Wonder in both the Original and Exten 
Games. If you plan your city production and research carefully while you control this 
Wonder, you can receive dozens of free unit upgrades as you make new discoveries. 
Meanwhile, the production you save by not having to pay for upgrading your units сап ЩТ 
be used to build new Improvements and other Wonders. When you discover Invention, — ООО 
drop whatever you're doing and turn all your efforts to producing Leonardo’s Workshop. 
You wont be sorry. 

In the Fantasy and Science Fiction Games, the story is different. The Morphon 
Attractor is still quite valuable but somewhat less so because of the oddities of unit 


A related strateq 


upgrades in the Lalande game. In Fantasy, because of the tribe limitations on many units, Т da 
upgrades are much less common. In fact, this Wonder brings you virtually ло advantage Ш e 
in the Fantasy Game; the only real reason to build it is for the score bonus. „БШ н 


LIGHTHOUSE/ int M 
EYE OF RAN/SEA GUIDES Hn 


Cost: 200/200/200 elds apie 
Prerequisite: Map Making/Celestial Navigation/Gene Tailoring 

Expiration: Magnetism/Bearing Plate/Frictionless Surfaces 

Effects: Eliminates the risk of your ships being lost at sea, adds one to the 


Movement of other sea units, and grants all new sea units 
Veteran status. 


e Lighthouse importance is based entirely upon how much you depend on naval 

nits early in the game. If you are forced to expand your civilization to another continen: 

while still using ships that get lost (like Triremes), this Wonder allows you to do so with- 
out losing ships—and, more importantly, the units they are carrying. This benefit is 
short-lived, though, because the ships in question become obsolete pretty quickly. 

The Movement rate bonus is an aid to early exploration. However, since you shouldn 
be getting into naval wars this early, the automatic Veteran status for new sea units is of 
limited use. Due to this Wonder's rather short term before expiration, the Movement anc 
Veteran bonuses are short-lived. As early Wonders go, there are several better choices. 


| MAGELLAN'S EXPEDITION/ 
BRIAN'S EXPEDITION/OCEANUS FIELE 


| Cost: 400/400/400 Е 
| ya > Prerequisite: Navigation/Astrolabe/Forward Vectoring 
| Expiration: _ None/Ragnarok/None 


Effects: t. Increases the Movement of all your sea units by two. 


- Magellan's о. is a much more useful Wonder than its prede 7 the 
Lighthouse. Although it doesn't give sea units Veteran status, it provides twice the 
Movement bonus of the Lighthouse. It also never expires (except at Ragnarok like all 
Wonders i in the Fantasy Game). The benefits of this Wonder are more subtle than those 
oth me but theyre ail if di use naval units extensively late in the 
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MANHATTAN PROJECT/ 
PANDORA'S BOX/PENANCE 


Cost: 600/600/600 

Prerequisite: Nuclear Fission/Thor's Fire/Disintegration 
Expiration: N/A 

Effects: Allows all civilizations to build nukes. 


This Wonder opens the door to the nastiest weapons in every game. Because of the power 
it imparts, players often assign more importance to this Wonder than it really deserves. 
Unless you need to blow things to bits and cause rampant pollution, the Manhattan 
Project can safely be ignored. Any civilization that has discovered the prerequisite Advance 
can build nukes once this Wonder is built. So why not let some other civilization spend 
the time and resources to build it? You stand to reap the same benefits, and the only thing 
you have to lose are a few points off your Civilization Score. 


MARCO POLO’S EMBASSY/ 
THE CROWN’S EMISSARY/ 
MARCONI TOWER 


200/200/600 
Trade/Xenolinguistics 

Communism/Commune/ Singularity Physics 
Establishes an embassy with all other civilizations. 


Marco Polo’s Embassy gives you a free peek at all the other civilizations in the game. Thi 
M Wonder can usually be built fairly early in the game. So the information you gain often 
ИШИП ЇЙ comes before you have met some or all of your opponents, especially the aliens in the 


ОЯ Extended and Science Fiction Games. Marco Polos Embassy is particularly useful if you 
another puts you in a good 
position to play middleman in 


technology trades, which can : ; 8 . Ls à 
be a very profitable venture the other hand, if you're not particularly interested in the activities of your neighbors, 


plan to win by conquest. The earlier you begin subjugating the other tribes, the easier it 
is, and your task becomes even simpler if you know exactly what you are up against. On 


Marco Polo's Embassy is a low priority. 


MICHELANGELO'S CHAPEL/ALTAR 
OF ENLIGHTENMENT/LIVING WAGE 


400/400/300 
Prerequisite: Monotheism/Druid Lore/Humanics 
Expiration: — None/Ragnarok/Protoviral Warfare 
= ; Effects: o Acts as a Gathedral/Monastery/Hologaming Arcade in all your cities 
A In the Original Game, the Ес : 


ability to build Michelangelo s Е 4 ie : 
B Chapel coincides with the This is the third of the *must have" Wonders in the Original Game (the others being 


ability to build Cathedrals. — | : Bach’s Cathedral and Leonardo's Workshop). It’s not to be ignored in the new 
Once you discover ther. Michelangelo’s Chapel not only gives you a happiness bonus in every cit; 
Monotheism, throw all of ou the ti 
your efforts and resources = E. 


into building the Wonder | 431 
rather than wasting resources ESSE - gue € build ti 


building Cathedrals. You an 54 y an the only survivi 


e and resources required to build and maintain Cathedrals ever 
t d to pass up. e 


itely. 


always build Cathedrals 
later if someone beats you 
to the Wonder. 


ORACLE/MERLIN'S ORACLE 
TANIQ PLANETARIUM 


ete 


Cost: 300/300/400 

Prerequisite: Mysticism/Wood Lore/The Eight-Fold Way 
Expiration: Theology/New Religion/Forward Vectoring 
Effects: Doubles the effectiveness of all Temples/Orreries. 


The Oracle is one of the more useful early Wonders, especially on the high difficulty 
levels. If all your cities have Temples, the Oracle makes two additional unhappy citizens 
in every city content. This goes a long way toward easing any unhappiness problems that 
occur early in the game. Even on lower levels of difficulty, when unhappiness is not a 
problem in the early stages of play, building the Oracle can’t hurt if you have some excess 
resources and time. 

In the Science Fiction Game, only nonhuman tribes can build this Wonder (and 
Orreries, for that matter). If you're playing a human civilization, rely instead on other 
happiness Wonders. 


PYRAMIDS/ 
GOLDEN ORCHARD/NUTRINET 


200/300/400 

Masonry/Positronic Brains 

None/Ragnarok/Chaos Biogenics 

Acts as a Granary/Storehouse/Hydroponic Reserve in all your cities. 

You'll probably qain the 

ОЯ The usefulness of this Wonder depends on your viewpoint regarding Granaries and their 
before you can MMAR equivalents. If you like to build these Improvements early, spare no time or expense to get 
responding Wonder w ue corresponding Wonder built as soon as possible. Even if you don't normally build 
plan on taking advantage of |. ; n 
this Wonder, don't build the Granaries early, you might reconsider your strategy in light of the long-term benefits of 
Improvement first. If another the Pyramids. If you control this Wonder throughout the game, you never have to build 
Т от pay maintenance for any Granaries. That can save you lots of production time and 
АИИ money. The same is not true in the Science Fiction Game, however. There, this Wonder 
the Improvement later. comes late and doesnt last very long, making it much less attractive. 

Remember, on higher levels of difficulty, rapid early growth of cities can outpace you! 


ability to keep the population happy. Be prepared. 


SETI PROGRAM/ 
EYE OF ODIN/EUREKA INSTITUTE 


2 


600/300/400 
Prerequisite: Computers/Clockworks/Nucleonics 

Expiration: None (Ultrastring Theory)/Ragnarok/None 

Effects: Acts as a Research Lab/Alchemy Laboratory/Collapsatron Q in all 
your cities. 


е 
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SHAKESPEARE'S THEATRE/ 


Cost: 300/300/400 Shakespeare's Theatre 
Prerequisite: Medicine/Chivalry/D-116 Capacitance allows you to use the 
Expiration: None/Ragnarok/None ' с | affected city as а staging 
Effects: All unhappy citizens in the city are made content. k 


military expeditions in an 
advanced government (like Republic or Democracy). The 


This Wonder has a dramatic effect but an extremely limited scope. It effects of this Wonder nullify the unhappiness usually 


essentially allows you to create a small pocket of contentment—a city 


| SUE : experienced under these governments when units are away 
where no one is ever unhappy. The limited scope of its effect makes from the city. As long as the city has sufficient production 


Shakespeare’s Theatre a low priority. Under Fundamentalism, this to support them, the city can send as many units as it 
Wonder has no value whatsoever. wants into the field with no unhappiness penalty, 


STATUE OF LIBERTY/ 
ORB OF PEACE/JULIAN BUREAUCRACY 


his Wonder doesn’t become available until late in the game, so the ability to switch to 
any government type is almost moot. Once you reach the prerequisite Advance, you've 
already discovered most of the forms of government. The real power of the Statue of 
Liberty is the ability to switch governments without the annoying period of Anarchy. This 
is quite valuable if you anticipate the need to frequently switch governments. (For 
instance, you might oscillate between Fundamentalism for income and the freedom to 
wage war and Democracy during peacetime for Food and production.) If you tend not to 
switch governments late in the game, this Wonder is a low-priority. 


SUN TZU’S WAR ACADEMY/ 
ROUND TABLE/MILQUETOAST 


Cost: 300/300/300 

Prerequisite: Feudalism/Fealty/Biorobotics 

Expiration: Mobile Warfare/Summon Ice Drake/Emergent Systems 

Effects: All your new units are Veterans. All existing units become Veterans 


after winning one battle. 


Building fous creates Veterans, and the power of Veteran units should not be undere: 
timated. However, there are two major drawbacks—Upkeep costs and the fact that they 
must be rebuilt twice due to obsolescence (once at Gunpowder and again at Mobile 
Warfare). Sun Tzu's War Academy gives you the opportunity to produce Veteran units in 
all your cities without experiencing either of the Barracks’ early drawbacks. In the 

-. Original Game, both of the Barracks expirations are bypassed when utilizing this Wonde 
~ you only have to build a Barracks once in each city instead of three times, and the one 
he end of the game. If Veteran units are a priority to you, buik 
fice Fiction Game, notice how honi its term of effect i5 
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UNITED NATIONS/COUNCIL. 
OVERMIND/XENOSABE CONCO 


Cost: 600/600/600 

Prerequisite: Communism/Commune/Edification 

Expiration: None (Teratogeny)/Ragnarok/Quantronics 

Effects: Establishes an embassy with all other civilizations. Rivals are forced to 


offer peace during negotiations. Under a Democracy, you can 
successfully declare war 50% of the time. 


The United Nations is the Great Wall of the modern era, with a twist. The automatic 
peace offer helps to quell violent neighbors and keep them from declaring war on you. 
This can be helpful when it seems that everyone is ganging up on you (as they certainly 
do late in the game). The best power of the United Nations, however, is the ability to 
declare war on allied civilizations. A 50% chance is better than none at all, and when 
youre successful, you can avoid staging a revolution to start a war. Much more 
useful than its ancient counterpart, the United Nations is a good Wonder to have if you 
have the time and resources to build it. 

In the Science Fiction Game, only nonhuman civilizations can build this Wonder, 
and even then, it doesn’t really last very long. It’s great for enforcing a short period of 
peace, but there are usually better ways to spend your production. 


NOMEN S SUFFRAGE/GLYPH OF 
UNDERSTANDING/ORGAN BANK 


| Cost: 600/600/300 


| Prerequisite: Industrialization/Mercantilism/Heteromorph RNA 
Expiration: None/Ragnarok/Syncretic Biology 
Effects: Acts as a Police Station/Dungeon/Dopplegarage in all your cities. 


If your warring ways constantly cause unhappiness in your Republic or Democracy, this is 
an important Wonder for you to acquire. Notice, though, how short its life span is in the 
Sci-Fi Game. Acting as a Police Station in all your cities, this Wonder gives you much 
more leeway to send units into the field. It also eliminates the need to pay the building 
and maintenance costs of a separate Police Station in each city. If war under Democracy 
or Republic is your game, Womens Suffrage is for you. Otherwise, it’s of limited utility. 


SOME TIPS 


There are a few general production strategies that can help when you're deciding the best 


NOTE 
ut to 9% your cities. Here they аге, іп no particular order. 


- This strategy 
| should be used in а rel- 
| atively remote city dur- 
ing a time of peace. In a 
| well-traveled, war-torn 
area, you can easily 
1 lose all your waiting 
units in a single turn; 
they re not tough. 


USE TRADE UNITS 

| One of the nicer built-in features of trade units (Caravans, Arabbers, Freight, and 
-DIE Tankers) is their ability to accelerate the production of Wonders. When you 
ny * these units into a friendly city xe is aa a Wonder, you have the 
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the Wonder almost instantly. Research the Advance that makes th 
ble, and dedicate nearby cities to producing as many trade units as p 
them into positions surrounding the city where the Wonder is to be b It. As 
discover the Advance, switch the citys production to the desired Wonder, mo 


surrounding trade units into the city on the same turn, and order them to he 
Wonder. Poof! Instant Wonder. 


? The strategy of 
disbanding units to 
Speed production works 
equally well with new 
units and Wonders- 


| even before you have 


Although there is no provision that allows trade units to help with the production of Ciy you. This strategy 
Improvements as they do with Wonders of the World, a similar strategy is available. When ШЕ normally be 
you disband any unit inside one of your cities, half of that unit's original production cost ШТИТИ 
is added toward the completion of whatever is being built in the city. This allows you to 
use any type of unit as a sort of mini-trader to speed up Improvement production. 
Although you lose half of the unit's value every time you do this, it’s still a good way to 
accelerate the production of a critical Improvement in a city with slow production. 


trade units become 
available. 


AVOID PRODUCTION TYPE CHANGES 


On all difficulty levels except the easiest, a large penalty (5096 to 7096) is assessed on 
completed production on an item when you change to a different type of item during 
construction. That is, you are penalized for switching from building a unit to building an 
Improvement or Wonder, and vice versa. Don't switch unless you have no choice. 

The production penalty can make things a little tricky when you want to disband a 
unit in a city to add to production. If you intend to switch to a new type of production 
on the same turn that you are disbanding the unit, make the production switch first. 
Then disband the unit. Otherwise, half of the gain from disbanding the unit is lost to the 
production change penalty. 


GO AFTER THE “GLOBAL IMPROVEMENT” 
WONDERS 


Several of the Wonders of the World have the same results as having a specific 


Improvement in every city in your empire. The value of these Wonders cannot be over- 


stressed. If the Improve micked | onder is one that you normally construct 
in many cities, bui 


ie city containing the Wonder is captured ог destroyed, the benefits 
produced by that Wonder are lost in all your cities. Depending on the Wonder, this can 
be devastating to your empire. To avoid this problem, build *Global Improvement" 
Wonders in well-protected cities that are isolated from the front lines of any ongoing (or 
predicted) wars. 


DON'T CENTRALIZE YOUR WONDERS 


Because they are so expensive to build, there is a temptation to build every Wonder in the 
city that generates the most production. While this might seem like a sound idea from a 
resource standpoint, it is a potentially dangerous practice. 

The primary reason to build Wonders of the World is to reap the benefits they offer. 
In fact, once certain Wonders are built, you quickly come to count on their effects to bal- 
ance one or more aspects of your civilization. Imagine, then, a city that contains five 
important Wonders being captured or destroyed by an enemy civilization. Not only have 
you lost a city, you might have lost all your Cathedrals (Michelangelo Chapel), all your 
Granaries (the Pyramids), all your Police Stations (Womens Suffrage), and so on. The 
results of losing that one city could very well bring about the downfall of your entire civi- 
lization. 

To avoid this tragedy, scatter your Wonders throughout your empire. Keep the cities 
containing Wonders well protected. If your Wonders are decentralized in this manner, 
you dont have to worry about losing the game through the loss of a single city. 
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UNITS AND COMBAT 


The various games in Test of Time are all about exploration, expansion, and conquest. 
Even if you choose to go light on the conquest, exploration and expansion are vital to 
your success. If your empire’s growth lags, then your research is bound to fall behind — 
and if you fall too far behind, your civilization becomes nothing but fodder for your more 
advanced neighbors. 

The units you build and control, military and otherwise, are key to your expansion 
effort. Even a peaceful player must depend on a certain n 
protect cities, and all players make use of non-military ur 
development, and a myriad o; r 


This chapter, as yo апіс and combat. Weve 
divided the topic ii ‹ 


umber of defensive units to 


fo. ilding, terrain 


First, there's some informa- 
п Test of Time. Next comes а 
the game. Finally, there's 
your chances of 


EW UNIT ABILITIES AND 
ATTRIBUTES 


ENSEM Anyone who has played Civilization II is familiar with the normal characteristics of the 
ПОИ units. Concepts such as a unit’s A/D/M (Attack/Defense/Movement) values are core 
unit attributes are concepts of unit manipulation. Other factors, such as Hit Points and Firepower, and 


listed on the poster in special attributes like the ability to ignore City Walls or attack air units, are also 


the Special Features 
columns of the unit 
lists (along with all 
the Original Game 
attributes each unit 

| possesses). Obviously, 
these attributes are 

| now available to all TRIBE LIMITS 

| you scenario designers 
Qut there when creat- z One of Test of Times most interesting additions is the 
ing your own units. possibility of greater differentiation between tribes. 
See “Scenario Building Although this addition doesn't affect the tribes in the 


common knowledge. 

In Test of Time, the designers have added a number of new attributes and abilities 
for units in the Extended, Sci-Fi, and Fantasy Games. These abilities often relate to the 
multiple-maps feature of the new games, but some are simply related to the unique 
nature of the units themselves and the worlds in which they exist. 

The following sections describe these new abilities and how they affect play. 


Tips" for а quick run- Original Game, it does have some bearing on the 
through of scenario Extended Game. The Sci-Fi and the Fantasy games, 
creation in Jest as well as the Midgard scenario, make sweeping use of this feature. 

of Time. Primary among the features that set tribes apart is that some units can only be built 
‘by a certain civilization or group of civilizations. (In fact, some units cant be built by ал) 
civilizations.) For example, the B Mountain Giant in the Fantasy Game can only be built 
by the Buteo, and the Blue Willie in the Sci-Fi Game can only be built by non-humans. 
Depending on the unit or units in question, certain civilizations can have concrete 
advantages over others in the game. This, along with the tribal limitations on Advances, 
makes your choice of tribe more than just another click in the setup procedure. 
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When your strategy involves exploring, developing, or fight 
maps with different environments, the best units are those that can 


the worlds involved. 


BRIBERY 


the most significant aspect of this n 


FIG. 2-1. SOME UNBRIBABLE UNITS 


This new attribute can be set to define the minimum 
amount of money it takes for a Diplomat-type to 
successfully bribe a unit. When playing the included 


games (as opposed to designing your own scenarios), 
ew unit characteristic is that some units in the game 


are completely unbribable. If your strategy includes building up your forces by bribing 
enemy units, youd best know which units are unaffected. 


Table 2-1 lists all the units that cannot be bribed. Remember that air and sea units, 


and those under a Democracy (or equivalent), cannot be bribed under any circumstances. 


DENSHUK 
EIGHTBALL 
HONATA 
JIRAKI 
MAGOG 
ONGSHAWK 
RA-MARU 
WAR Оос 
WUK TURR 
XAOS MISSILE 


TABLE 2-1. UNBRIBABLE UNITS 
EXTENDED GAME 


FANTASY GAME 


ANCIENT DRAGON 
B HERO 

DRAGON 

E HERO 

E TREE GUARD 
ELLIDA 
FIREBALL 

G GREAT GOBLIN 
GIANT FLYTRAP 
H HERO 

H PALADIN 

I HERO 

M HERO 

S BARROW WIGHT 
S FELL WRAITH 


_ 8 ысн_ 


шю. 
NIGHT RIDER 


т. [Г 


SCI-FI GAME 


BLUE WILLIE 
NE PLUS ULTRA 
STING 
DONDASCH 
URDAR 
ADAMASTOR 


G 


SUILD SITES/USE SITES 


Both of these attributes deal with travel between the various maps in a game. The Build 
Sites characteristic determines whether a Settler/Engineer-type unit can build transport 
sites to other maps. The type of site varies with the individual unit: some can build trans- 
port sites that provide access to all maps, while others can only build sites that provide 
access between specific maps. 

The Use Sites attribute can apply to any unit type. This attribute determines whether 
or not the unit in question can use a particular type of transport site. Obviously, this is 
linked with the unit’s ability to survive on the map where the transport site leads. If the 
unit can't survive in the destination world, it can’t transport there. 


^3 NATIVE TRANSPORT/TELEPORT 


м. 
y hedge Units with this ability can move between maps under their own power, without having to 
< The Invisibility usc special transport sites to do so. Just like the Use Sites characteristic, a unit’s Native 
characteristic should Transport/Teleport abilities might allow it to move to any map in the game, or only 


not be confused with АЕ specific maps. It all depends on the environments in which the unit can survive. 
the “Invisible to Most 

Ships” characteristic. INVISIBILITY 

The latter is actually an 
attribute carried over 
from the original 
Civilization 11 game and 
is a defining feature of 
units designated as 
Submarines. 


This is just what it sounds like. Invisible units cannot be seen by the enemy until combat 
begins. For you warmongers out there, units with this ability are perfect for you—your 
enemies won't know what hit them. Unfortunately for you, there are only a couple of 
units included in Test of Time with this ability, and both of them are barbarian-only units. 


- Worm (Fantasy) 
+ Ophion (Sci-Fi) 


N'T DISBAND 


Fic. 2-2. SOME UNITS THAT CAN'T BE DISBANDED 


There are some units in Test of Time that you cannot 
disband. In many cases, especially in the Fantasy 
Game, these units are discovered under extraordinary 
-ircumstanc Ноу 
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* The unit is destroyed in combat. : 
* A Diplomat-type from another civilization bribes the unit away fro: 
* You are unable to pay the unit’s Upkeep, and the game automatically dis 


AB A A = D В А D в 
e Can t Disband 
DED GA ANTA А A 

seres! ОППО, compute 
DRAKON B HERO GRIFFE à 
ENTRIX B OLD MAN PLASM a ше CIVINZALIO 
LIWYATHAN DWARF TYPHOEUS _ are not bound D 
SPITHRE E HERO UR-TITAN КҮТ 
SULKA G GREAT GOBLIN — 
= H HERO = 
— H PALADIN — 
mem I BABA YAGA = 
— I HERO — 
— M HERO nx 
— S LoRD — 


NATURAL FLIGHT 


In Civilization II there were two basic types of airborne units—those that had to return 


to a friendly city or Carrier or risk running out of fuel (Fighters, Bombers, etc.), and — 
Helicopter-type units, includ- 


] : i . р i ing all of the Natural Flight 
own. As they remained aloft, they automatically incurred damage, little by little, until units, can capture cities, 


those that didn’t (Helicopters). Helicopters, however, were endowed with a curse of their 


they made a stop at a friendly city or Carrier, There was no provision for any other type 
of flying unit. 
In Test of Time, the designers wanted to include certain units that were naturally able 


to fly. Obviously, these units wouldnt have to refuel, but the designers didn’t want them 4 NOTE 
taking damage as a result of remaining constantly aloft. ; latura Flight 


That's why this attribute was added. Units endowed with Natural Flight do not have is an attribute excluded 


from the unit tables on 

the poster. Flying units 

: not endowed with 

NOBLE BARBARIANS T Natural Flight always 

Barbarians work on a ifferent bribery system than all the other civilizations in the world. have one of the two 

That means. аг ess of whether their units are tagged as unbribable (as discussed aforementioned disad- 

earlier) you Шу bribe them—that is, unless this attribute is set as well. vantages, a fact that is 

ian un noble cannot be bribed. noted in their respec- | 
с tive Civilopedia entries. 


to “refuel,” and they don't suffer ongoing damage. As a general rule, this makes such units 
rather valuable commodities. 


ROSS IMPASSABLE 


ШИШ Some terrain types on some worlds are tagged as impassable. (See the Terrain Reference 

| is not listed on the booklet included with the game for which terrain types fall into this category.) No units 

ША АЛП can move across impassable terrain—that is, unless they have the Cross Impassable attrib- 
designer of the ute. Units with this ability have a distinct advantage on maps that have lots of impassable 

qame/ И terrain, like the Underworld in the Fantasy game. 

rules.txttile. 


ENGINEER 


This nifty new attribute endows any unit that has Settler abilities with the added 
enhancements of Engineer units to double the rate of terrain improvement. It also gives 
IM them the ability to use the Transform Terrain function. It behooves you to go after such 
ЕЎ units when available. Any unit with Engineer abilities is certainly better than a mere 
ИШТИ Settler (or the equivalent). 

Settler-type unit with the 


(ross Impassable attribute, EVERLASTING BARBARIAN 


you can build a city on 
ОШООО ИЩ In Civilization II, barbarian units, no matter where they come from, eventually seem to 


DOSE disappear. What you might not know is that they actually do disappear. After a set num- 
ber of turns, they are quietly removed from the game. 
If a unit is tagged as an Everlasting Barbarian, the computer (under most circum- 
NE Eu stances) ignores its normal tendency to remove the unit after a time. Therefore, any 
< ЖОП affected unit, when controlled by the barbarians, is likely to stay around until you get rid 


the attributes of the o him. 
дате that is hidden 


from you unless you THE UNITS 


explore the rules. txt file 
for the game you ae Жу, AENÉAC OSS Coercor Fic. 2-3. A CIVILOPEDIA LISTING OF 


playing. (That is to sy, | @ Adamastor х - Colonist A SMALL FRACTION OF THE TEST OF 
2 ч : Ambassad 3. Corsai 
s not a unit attribute EUIS к ics TIME UNITS 


. : e Annulus A | Dondasch 

i that appears on the | & x Arabber “ Dreadnought 

| poster.) Anyway, you'll _ 20 Blue Willie Dropship 
ES T ‘units themselves. When you consider 


know an Everlasting | pe 1. шот ' 
Barbarian when you see | i Bombus X < Excelsior рш det of Time 


2 Bulldog units, 
one because it just иш. 
won't go away. 


Now it’s time to take a look at the 
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you, improve the terrain, and (in their mon 
advanced forms) build intermap transport s 


Strategy-wise, this group is pretty straightfon а 
The best advice we can give you is to always replace existing units in this group with t 
more advanced version as soon it becomes available. The more advanced the Settler-type 
unit, the more functions it can perform, and the faster it can perform common functions 
like irrigation and road-building. * 

Table 2-3 lists the units that fall Faille Tea 


under the Settler/Engineer category. P In Tables 2-3 through 2-9, tribal restrictions for the construction of units are shown in 


parentheses. For example, if only the Merfolk can build a unit, (Мето) appears beside the unit 
name. Check the poster included with the game for world/map related restrictions. 


TABLE 2-3. SETTLER/ENGINEER UNITS 


ORIGINAL/ FANTASY GAME SCI-FI GAME 
EXTENDED GAME 


SETTLER B SETTLER (BUTEO) COLONIST (HUMAN) 
ENGINEER E SETTLER (ELF) ENVIRONEER (HUMAN) 
COLONIST M SETTLER (MERFOLK) MELIOR (NON-HUMAN) 
MUPBU (ALIEN) S SETTLER (STYGIAN) NIDUS (NON-HUMAN) 
eem SETTLER (HUMAN/INFIDEL) = 

mem G MINER (GOBLIN) - 

mem DWARF mem 


DIPLOMATS AND SPIES 


This group of units performs all the functions 

native to Diplomats and Spies in the Original 

Game—bribing units, investigating cities, establishing 

| embassies, and so on. They also share the other com- 

= m n Diplomat/Spy traits, including the ability to 
ability to initiate combat. 

like to play a cloak-and-dagger game. This strategy, 

s and inciting rival cities to revolt, is the preferred 

у eff tive under Communism (and its equivalents), 


| 
| 
| 
| 


ce Spy-type units are endowed with automatic Veteran status under this form of gov- 
rnment, which greatly increases their ability to successfully complete a 

spy-related task. 

Table 2-4 lists all the units of this type in each game. 


TABLE 2-4. DIPLOMAT/SPY-TYPE UNITS 


ORIGINAL/ FANTASY GAME 
EXTENDED GAME 


ScI-FI GAME 


AMBASSADOR (HUMAN) 
MEDIARY (NON-HUMAN) 
SALMAGUNDY 


DIPLOMAT FAIRY (ELF/HUMAN) 
SPY SKALD 


TRANSPORTS/CARRIERS 


Transport units are very important, no matter what 
your preferred strategy might be. In all the worlds in 
Test of Time, there isn't a single one without 
Oceans—or, at least, some sort of terrain that acts 


like an Ocean. (By the very nature of the game, one 

cannot create a map without at least some Ocean squares without causing major 

АІ confusion.) 

The point is, that even if you luck out and start on a large landmass with lots of 

elbow room at the start of the game, you'll probably need to move some ground units— 

- military or otherwise—to another continent at some point. Assuming the units you're 

moving dont fly or travel on the sea, the easiest way to get them from point А to point В 

is by loading them on a transport. 

. Even with the added dimension of multiple maps to get you around obstacles like 

de bodies of water, transports are usually the faster, easier route to take. Particularly 

ble in the multiple-map games are transports with the ability to move between map 

-гоѕѕ Oceans. These units are your key to transporting an invasion (or 

ot эп) force from one world to another. 
c: == 
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» » a 
TRIREME =  — ~ LONGBOAT (NON-MERFOLK) — а 
CARAVEL DRAGON BOAT (NON-MERFOLK) SKIPJACK (HUMAN) — — 
GALLEON © A SHIELD BOAT ! (NON-MERFOLK) SHUTTLE” _ 


— 


TRANSPORT | = = M PORPOISE '(MERFOLK) SS DROPSHIP / 
BULLDOG с 
DREADNOUGHT 7 
SKIMMER 


Tit 


1 CAN MOVE BETWEEN SURFACE AND UNDERSEA WORLDS 


2 CAN MOVE BETWEEN SOME OR ALL WORLDS 


The units listed in Table 2-5 are those that are capable of carrying ground units across 
Ocean-type terrain. There is another group of units that is also capable of transport, but 
only of air units. To distinguish them from the transports, we'll refer to these units as 
“carriers” after the Carrier unit in the Original Game. 

Carriers not only transport units over long distances, they also serve as refueling 
points for any air units that require such service—Bombers in the Original Game, for 
example. 

There is only one unit in each game that is designated as a carrier. 


Carrier: (Original/Extended Game) 

Kraken: (Fantasy Game) This is a Merfolk-only unit that has the native ability to travel 
between the Undersea and Surface Worlds. 

Flattop: (Science Fiction Game) This unit has the native ability to travel between all the 
Sci-Fi worlds. 


TRADERS 


Playing as the Stygians, you 
cannot build Trade units of 
any kind. If you аге accus- 
tomed to employing a Trade- 
heavy strategy, pick one of 
the other tribes when playing 
the Fantasy Game, 


z 
NOTE 


actually boost your Trade/Data influx, you'll likely never go back to your old ways. Many 


competent players use traders to boost Wonder production, but expert players use traders 


to their fullest possible potential. If you like playing a peaceful game, give Trade a 
chance—you'll be surprised at how much a few key trade routes can boost your research 


capabilities. 


TABLE 2-6. TRADE UNITS 


ORIGINAL/ FANTASY GAME SCI-FI GAME 
EXTENDED GAME 


CARAVAN CARAVAN (NON-STYGIAN) ARABBER 
FREIGHT — HI-DIE TANKER 


DEFENDERS 


Our classification of “defenders” and “attackers” 
might seem a little odd and subjective. Technically, 
any unit with a Defense of 1 or higher can defend, 
and any unit with an Attack of 1 or higher can 
EE launch an attack. 

Those of you who are rules.txt-savvy, however, know how this classification works. 
Every unit in the game is assigned one of eight different "roles." A unit's role defines how 
the AI most commonly uses the unit throughout the game—it doesnt restrict you as to 
how you can use the unit. The units listed in this section and the next are divided based 
on how computer-controlled civilizations see them, not necessarily how we would use 
them. (In Chapters 7 through 11, which describe the various games, we'll give you some 
recommendations on which units we feel are best suited for various roles.) 


Корр in mind that the defender and attacker classifications are only the most likely ways in which the Al uses a unit. Just because Paratroopers 
are classified as defenders doesn't mean that a computer-controlled opponent won't nuke one of your cities and drop a Paratrooper in to capture it. 
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TABLE 2-7. DEFENDER UNITS 


ORIGINAL/ FANTASY GAME 
EXTENDED GAME 


WARRIORS H WARRIOR (HUMAN) 

PHALANX M MERMEN (MERFOLK) 

ARCHERS . B HAWKMEN (BUTEO) 

LEGION E WARRIOR (ELF) 

PIKEMEN l INFIDEL (INFIDEL) PASTICCIO — 
MUSKETEERS G GOBLIN (GOBLIN) BOLTER 
FANATICS G TROLL (GOBLIN) IRON MAIDI 
PARTISANS E ARCHER (ELF) EXCELSIOR 
ALPINE TROOPS H HOUSECARL (HUMAN) SINGULON 
RIFLEMEN M MERGUARD (MERFOLK) mem 
PARATROOPERS B EAGLEMAN (BUTEO) — 

MECH INFANTRY I BERSERKER (INFIDEL) — 
CHON-EE (ALIEN) M OTTERINE (MERFOLK) — 
RA-MARU E TREEFOLK (ELF) pec 

SULKA (ALIEN) UNSPEAKABLE HORROR ! — 
CYBORG H PALADIN (HUMAN) — 


B MOUNTAIN GIANT (BUTEO) — 
G OGRE (GOBLIN) — 
E TREE GUARD (ELF) — 
M TRITON LEGION (MERFOLK) — 
S SKELETON (STYGIAN) — 
S BARROW WIGHT (STYGIAN) — 
FROST GIANT — 
G SPIDER (GOBLIN) — 
GIANT FLYTRAP (BARBARIAN) — 
JACK O'LANTERN — 
ANCIENT DRAGON (BARBARIAN) — 


“Included in 
These are the units the AI uses primarily for attack. this table are units with 


As we said before, that doesn't mean that you—or the the roles of naval and 
AL, for that matter—can' use these units in a defen- 
sive role. 

= . Some of the units in this category are bound to 
Original Game's Explorer, for instance. With its 0 

the same list as Armor units and Nuclear Missiles. Such 
because they are sent abroad е attackers. (If they were 

ist confuse the AI as to their use.) 


air superiority. While 
these are obviously 
specialized roles, these 
units are used by both 
the Al and players in a 
primarily offensive role. 


TABLE 2-8. ATTACKER UNITS 


ORIGINAL/ 


EXTENDED GAME 


MARINES 
HORSEMEN 
CHARIOT 
ELEPHANT 
CRUSADERS 
KNIGHTS 
DRAGOONS 
CAVALRY 
ARMOR 
CATAPULT 
CANNON 
ARTILLERY 
HOWITZER 
FIGHTER 
BOMBER 
HELICOPTER 
STEALTH FIGHTER 
STEALTH BOMBER 
FRIGATE 
IRONCLAD 
DESTROYER 
CRUISER 
AEGIS CRUISER 
BATTLESHIP 
SUBMARINE 
. CARRIER 
CRUISE MISSILE 
NUCLEAR MISSILE 
EXPLORER 
WAR ООС 
KESTREL 
BENTHON 
| LIWYATHAN 
SPITHRE 
DRAKON 
| TELEPORTER 
PLASMAN 


- | ENTRIX 


MAGOG 


FANTASY GAME 


WARLOCK (ELF/MERFOLK/GOBLIN/INFIDEL) 
1 GOLD HORDE (INFIDEL) 

E RIDER (ELF) 

S NIGHT RIDER (STYGIAN) 

H RANGER (HUMAN) 

I HORSEMEN (INFIDEL) 

G CRAG WOLF (GOBLIN) 

ICE DRAKE 

CATAPULT 

SIEGE ENGINE 

BOMBARD 

GREAT BATS (STYGIAN/GOBLIN) 

S WITCH (STYGIAN) 

H WIZARD (HUMAN) 

SKIDBLADNIR (NON-STYGIAN/NON-GOBLIN) 
ELLIDA (NON-STYGIAN/NON-GOBLIN) 
B OLD MAN (BUTEO) 

E CHANGLING (ELF) 

B GREAT EAGLE (BUTEO) 

S FELL WRAITH (STYGIAN) 
THUNDERBOLT 

FIREBALL 

S LICH (STYGIAN) 

I BABA YAGA (INFIDEL) 
JORMUNGAND’S SPIT (BARBARIAN) 
SORCERER 

H HERO! 

С GREAT GOBLIN | 

M HERO! 

1 HERO! 

B HERO! 

E HERO! 

S Lonp! 


_ | ELEPHANT (INFIDEL) 


DRAGON 
B GRIFFIN (BUTEO) 


WORM (BARBARIAN) 


J KELPIE (NON-HUMAN) | 


Just to make things perfectly clear, by including them in this category, we're not rec- 
ommending that you build a battalion of Explorers to send off and attack your rivals. 


ScI-FI GAME 


R.A.T. (HUMAN) 
CORSAIR (HUMAN) 

BLUE WILLIE (NON-HUMAN) 
HOHMANN 

ROCKET MAN 

OPHION (BARBARIAN) 
IXION (NON-HUMAN) 
HAVOC 

BOMBUS 

PEDIPALPI 

RAIA 

JURY RIGGER (BARBARIAN) 
GRIFFE 

TRANSCERATOPS (HUMAN) 
FEEPHI (NON-HUMAN) 
GRUME (NON-HUMAN) 
VECTOR MORBUS (HUMAN) 
INTERCEPTOR 

ANNULUS 

GYRFALCON 

KINETICORE 

HAMMER 

SKIMMER 

BULLDOG 

AENEAC 

DREADNOUGHT 

PRISTRIX 

STING 

NE PLUS ULTRA 

XENOCIDE (HUMAN) 
TYPHOEUS 

UR-TITAN (HUMAN) 

PLASM (NON-HUMAN) 
HOMICIDE (NON-HUMAN) 
SPEED DEMON 

DONDASCH (BARBARIAN) © 
URDAR (BARBARIAN) > 
ADAMASTOR (BARBARIAN) - 
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TABLE 2-8. ATTACKER UNITS (CONTINUED) 


ORIGINAL/ FANTASY GAME 
EXTENDED GAME 


XAOS MISSILE 
DREADNOUGHT 
EIGHTBALL 

Hov GROOT (ALIEN) 
PRONAT (ALIEN) 
ONGSHAWK (ALIEN) 
HONATA (ALIEN) 
JIRAKI (ALIEN) 
DENSHUK (ALIEN) 
WUK TURR (ALIEN) 


1 
No TRIBE CAN BUILD THIS UNIT. 


Г! 


MAP JUMPERS 


In a game with more than one map, moving between 
realms can be a pain. Some units are allowed in any 
realm, some are restricted to just a couple, and still 
others are stuck on a single map. Environmental 


restrictions or no, even those units that are allowed 
to move from realm to realm can often only do so with the aid of a transport site, which 


has to be constructed. NOTE 


4 
There are no 
units with this ability 


Luckily, there are certain units that have the ability to move from realm to realm on 
their own. While some of these units are still assigned to certain maps within a game, 
they are nevertheless of great value. With some of these units under your command, you 


in the Original Game- 
which is just fine, con- 
Sidering there's only 
one map. 


can conduct multimap operations much more quickly and efficiently. 
Table 2-9 lists the units with native transport capability. Note that—with the excep- 
tion of the Extended Game units—most units cannot traverse all the maps in a given 


game. Check the unit Limits and Special Features on the poster for details on which 
worlds a unit can visit. 


TABLE 2-9. MAP JUMPERS 
EXTENDED GAME FANTASY GAME 


SCI-FI GAME 


DREADNOUGHT M MERMAN (MERFOLK) HOHMANN 
ENTRIX Е В HAWKMAN (BUTEO) ROCKET MAN 
MAGOG moo WARLOCK (ELF/MERFOLK/GOBLIN/INFIDEL) INTERCEPTOR 
PLASMAN Cm Е _ M MERGUARD (MERFOLK) ANNULUS 
TELEPORTER — В EAGLEMAN (BUTEO) KINETICORE 
: _ __ GIANT FLYTRAP (BARBARIAN) SHUTTLE 
_ ICE DRAKE AENEAC 
SIEGE ENGINE EXCELSIOR 


GREAT BATS (STYG IAN/GOBLIN) FLATTOP 


V 


TABLE 2-9. MAP JUMPERS (CONTINUED) 


EXTENDED GAME 


^ NOTE 
> lits that have both map-jumping ability and are capable of transporting other units are a valuable commodity. Just remember that, even thoug 
e transport unit is capable of visiting another map, it an't carry with it 


BARBARIANS 


- Games. However, the] 


FANTASY GAME 


S WITCH (STYGIAN) 
H WIZARD (HUMAN) 


SKIDBLADNIR (NON-STYGIAN/NON-GOBLIN) 
ELLIDA (NON-STYGIAN/NON-GOBLIN) 


B OLD MAN (BUTEO) 
SHIELD BOAT (NON-MERFOLK) 


UNSPEAKABLE HORROR (UNBUILDABLE) 


E CHANGLING (ELF) 

G OGRE (GOBLIN) 

B GREAT EAGLE (BUTEO) 

S FELL WRAITH (STYGIAN) 
THUNDERBOLT 

FIREBALL 

FAIRY (ELF/HUMAN) 

M TRITON LEGION (MERFOLK) 
JACK O’LANTERN 

S SKELETON (STYGIAN) 

S BARROW WIGHT (STYGIAN) 
M PORPOISE (MERFOLK) 

S LICH (STYGIAN) 

1 BABA YAGA (INFIDEL) 

M KRAKEN (MERFOLK) 
JORMUNGAND’S SPIT (BARBARIAN) 
SORCERER 

M HERO (UNBUILDABLE) 

B HERO (UNBUILDABLE) 

M SETTLER (MERFOLK) 

B SETTLER (BUTEO) 

S SETTLER (STYGIAN) 
DRAGON 

B GRIFFIN (BUTEO) 

WORM (BARBARIAN) 

M OTTERINE (MERFOLK) 


ScI-FI GAME 


DROPSHIP 

STING 

NE PLUS ULTRA 

Hi-DIE TANKER 

URDAR (BARBARIAN) 
ADAMASTOR (BARBARIAN) 


units that are incapable of surviving on the destination world. 


“But wait!” you say. “I thought the barbarians used the 


same units as everybody else, except for that Diplomat 


guy they call their Leader.” 


That was true in the original Civilization П and 


‘remains true іп Test of Times Original ап 
ntasy and Science Fiction Games add a number of 


PRIMA'S OFFICIAL STRA 


mix that are barbarian-specific. While you may occasionally find t 
in certain situations, they are primarily used by the barbarians against 
the barbarians are the only ones who can build them. 


A A A A 


ANCIENT DRAGON JURY RIGGER 
GIANT FLYTRAP OPHION 
JORMUNGAND'S SPIT DONDASCH 
WORM URDAR 

== ADAMASTOR 


COMBAT 


Units and combat go hand in hand. Even if you dont actively seek conflict, there's no astiness incarnate. For tip 
way to avoid it forever. Sooner or later, your opponents seek you out and initiate hostili- Д ese 
ties. A working knowledge of how combat works and the strategies involved can help you 
survive—and even prevail in—hostile encounters. 


DAMAGE RESOLUTION 101 


Some of you might already be familiar with the way the combat system works, but it's 
worth visiting briefly just the same. The heart of the combat system is based on the 
Attack (A) and Defense (D) values of the units involved. 

Defense values can be modified by a number of factors, including terrain type, the 
presence of structures like Fortresses, and the effects of certain City Improvements. Also, 
if a unit is a Veteran, both its Attack and Defense are increased by 5096. (Information on 
the Defense bonuses provided by terrain can be found in the Terrain Reference booklet 
included with the game. Information on City Improvements and their possible effects on 
combat are described in Chapter 1, *City Improvements and Wonders.") 

When combat takes place, the game actually plays out a series of mini-battles 
between the units to see which one is the victor. (The number of mini-battles that takes 
place depends on the initial evaluation of Attack versus Defense values.) In each mini- (NOTE 
battle, the game in victor based on Attack and Defense values. The actual \ random factor also 
› destroy another is based on the units respective dest into play; there- 
A units E : Points, multiplied by 10, represents the fore, units with a 
before it is killed. It's Firepower is the amount ШЦ 
one of the mini-battles. —— survive an attack. 


ga Fic. 2-4. PORTRAIT OF A DAMAGED VICTOR 


In a combat exchange, the victor seldom 
Firepower were added 


in Civilization ilto more 
dearly separate the 
abilities of primitive 
and modern military cQ. 4 a ee 

units. In the original — rw = B AT STRATEGIES 


(iv, it was possible for 
a primitive Trireme to There are a number of tactics and strategies that you can use to be ready for combat and 


Bl comes out unscathed. Unless one unit is hope- 
lessly outmatched, the winning unit will still 


defeat a Destroyer. have a decent chance of coming out the victor in a conflict. 


While it is still theoret- 
ically possible for this 


to happen, itis much — [S 
less likely. «4 Unless otherwise stated, these combat and unit 


For example, in the | Strategies apply to athe games in Fest of Time. 


Original Game, the 
Frigate and the lrondad ENEMIES EARLY 


КИЛАТ И Vith research come better and more powerful units—it' true for you, but it's also true 


CONQUER YOUR 


and Defense values, but о: your rivals. Unless you are positive that youre way ahead of the competition in 
the lronclad’s higher Hit research and you can stay that way, try to find and conquer your enemies early. 
Point value allows it to Otherwise, youre likely to face a prolonged battle with advanced units. 


survive longer in om- 
MCh STOCKPILE BEFORE YOU ATTACK 


This tends to balance — FN very common combat strategy during a prolonged conflict is to re-supply your front 


things a bit and lines one unit at a time. If you're laying siege to a city, one unit usually wont cut it. Even 

actually rewards the if it survives the attack itself, most units don’t have enough movement to take the city 

NAUK И after the defenders are gone. That means that next turn, it all starts over. Eventually, yous 

MMMM attacker wears down and dies. 

to the most modern 

available. E— Ол Ес. 2-5. STOCKPILE UNITS IN ANTICIPATION OF A 
— — еЗ SI PROLONGED SIEGE. 
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As your heartland cities complete their war machines, airlift d 
city and keep them there until you have a group that is big eno 
targets ez masse. 


STACKING IS BAD 


$ 


| 6 units destroyed. 


OR a 


enough to bear repeating. 

Unless you absolutely have to, avoid stacking units anywhere except in cities, 
Fortresses, and on Transports. When stacked units are attacked, the strongest one in the 
bunch defends for everyone. If the defending unit loses, all the units in the stack are 
destroyed. Nothing is worse than building up a shiny new attack force only to have it 
killed just a few squares shy of your objective. 


OUT WITH THE OLD, IN WITH THE NEw 


Defending your cities or attacking others with outdated units is a really bad idea. Once 
your empire starts growing, it gets harder and harder to keep track of your city defend- 
ers—this is especially true in your early cities. Since the game automatically updates the 
production defaults to a modern unit when you build a new city, it’s easy to forget that 
your first few burgs are being guarded by lowly Warriors and the like. 

As you discover Advances that make more efficient defenders available to you, make 
it a point to upgrade the defenses of 2/ your cities. If a city’s in no immediate danger of 
being attacked, you can even disband one of the current defenders to help pay for the 
new one. When your capital city is surrounded by enemy Armor units late in the game, 
you dont want to have a Phalanx on duty at the city gates. 


ATTACK FROM THE HIGH GROUND 

so that your uni | take advantage of 
г examp! ou can from Hills 
rst "That means that if they 
y are less vulnerable to coun- 


If possible, plan your attacks on an enemy city 
the defensive bonuses offered 
rather than from Plains, : 


EC 


are unsuccessful in 
 terattack whe 
efensive 


The best way to keep your 
units upgraded in the Original 
Game is to build Leonardo's 
Workshop. This Wonder auto- 
matically upgrades your 
existing units to more 
advanced ones as soon as the 
advanced unit's requisite 
technology is discovered. 
Note, however, that the 
Fantasy and Science Fiction 
equivalents to this Wonder 
aren't nearly as effective. 
(See Chapter | for details.) 


4^, NOTE 
“Some additional 
combat tactics and 
Strategies can be found 
in Chapters 5 and 6. 


e games in ¢ 
of government available, plus one representing the lack of a system 
emonium). At the start of the game, you have access to only the default, 


! nd Anarchy. The other systems of government become available as you dis- 


requisite Civilization Advances. Despite sometimes having different names, 
s of government, like the Improvements and Wonders of the World, are actually 
| each game. That is, the seven types have nearly identical effects, no matter 
)riginal, Fantasy, or Sci-Fi you're playing. 
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The type of government you choose has a Auge impact on your civilization's growth 
and prosperity and on the strategies you can successfully employ. Nearly every aspect of 
the game— production, research, happiness, etc.—varies drastically between the more 
"advanced" forms of government and their "primitive" counterparts. 

This short chapter covers the seven types of government in each of the three games, 
with a brief analysis of the pros and cons of each. First, there are a few tables provided. 
Table 3-1 lays out the attributes and overall effects 
the numbers differ in the new games, it’s 
Fiction.) Table 3-2 charts the: е5. À hand, 

ou can easily find t in any of the games. - 


3-1. GOVERNMENT EFFECTS 


NAME Ғоор BONUS PRODUCTION BONUS 


ANARCHY 
DESPOTISM 


MONARCHY 


COMMUNISM — € т 


FUNDAMENTALISM quem т = 


REPUBLIC — т +1 


DEMOCRACY == == +1 


TRADE BONUS 


TABLE 3-2. GOVERNMENT EQUIVALENTS 


CORRUPTION & WASTE 


VERY HIGH 
HIGH 
MODERATE 
NONE 


Low 


Low 


NONE 


ORIG. & EXT. FANTASY 

ANARCHY ANARCHY PANDEMONIUM 
DESPOTISM DESPOTISM DESPOTISM 
MONARCHY MONARCHY HIERARCHY 
COMMUNISM COMMUNE COLLECTIVE 
FUNDAMENTALISM FANATICISM* THE GREAT JOINING 
REPUBLIC ALTHING CONFEDERATION* 
DEMOCRACY GREATLAW PROTEOCRACY 


* THESE GOVERNMENTS ARE NOT AVAILABLE TO ALL CIVILIZATIONS. FANATICISM IS LIMITED TO THE 
INFIDELS AND GOBLINS, ONLY HUMANS CAN BE RULED BY CONFEDERATION, AND THE GREAT JOINING IS 
AVAILABLE ONLY TO NONHUMAN EMPIRES. 


ANARCHY/PANDEMONIUM 


Anarchy is the state of chaos that exists between the fall of one ruling system anc 
the installation of another. During this time, all scientific research and tax collec 
tion cease, and corruption and waste become very high. 

You cannot choose Anarchy as your governing system (not that you'd want to). 
Anarchy only occurs when you declare a Revolution or when your Democracy falls as th 
result of Civil Disorder or an international incident. The period of Anarchy during a 
Revolution lasts from one to three turns. (The actual number is randomly generat 
When Anarchy occu the result of the fall of a ca nd it lasts an additio al 


three turn: 
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| ALL : — 6096 
Pop. SIZE _ : 1 Foop 6096 


RCE MARTIAL LAW 


Ss : 1 Foop 7096 UP TO 3 UNITS/CI 

3/3/4 1 Foop 80% ALL SPIES ARE VETERANS; Ue TO TO З UNITS/CITY 
: ENFORCE MARTIAL LAW 

8/8/5 1 Foop 8096 NO UNHAPPINESS; SCIENCE CUT BY BY 56: 2 


HAPPINESS IMPROVEMENTS & WONDERS 
PRODUCE INCOME 

NONE 2 Foop 8096 EACH UNIT AFTER THE 1ST AWAY FROM. its HOME 
CITY CAUSES 1 UNHAPPY CITIZEN; SENATE CAN 
FORCE PEACE TREATIES | 

NONE 2 Foop 10096 EACH UNIT AFTER THE 1ST AWAY FROM ITS HOME 
CITY CAUSES 2 UNHAPPY CITIZEN; SENATE САМ 
FORCE PEACE TREATIES; GOVERNMENT COLLAPSES 

IF ANY CITY STAYS IN CIVIL DISORDER 2 TURNS 


Fic. 3-1. THE STATUE OF LIBERTY WONDER 


There's nothing good about Anarchy. As the 

d leader, you want to minimize it. Changing govern- 
ments as infrequently as possible is clearly a good 
strategy. A better one is to research toward the pre- 
requisite Advance, then build the Statue of Liberty 
(or its equivalent). The period of Anarchy during a 


change of government is completely negated if you control this Wonder of the World, 
and, unlike many Wonders, it doesn’t expire. 


DESPOTISM 


When any game begins (with the exceptio of sce arios), your government is 
hufbmatically Despotisn the« 5 excepti in of Anarchy, а spotism is 


ties s you can control before your citizens 


becoming unhappy. The percentage limits on Taxes, Science, and Luxuries provide 
nother reason to abandon Despotism as quickly as possible. Until you do, your 
research is greatly curtailed. 

In all the games, the research path leading to Monarchy/ Hierarchy is the shortest 
route out. Follow this path quickly and directly, and set yourself free from the economic 
and social bonds of Despotism as soon as you can. 


MONARCHY/HIERARCHY 


For some reason, many players remain in Despotism until they can switch 
directly to one of the more advanced governments, like Republic or Democracy. 
ESI This may be a leftover strategy that worked well in the old Civilization, but that 
won't work in Civilization II. In most cases, though, it's just inefficient leadership. 

The changes from Despotism make Monarchy an attractive ruling system; switch as 
soon as you can. True, you get less support-free units per city, but this is offset by other 
factors. In Monarchy, the penalties to city output are lifted, corruption and waste are 


decreased, and you can up your Science rate to 70%. 
Monarchy also helps with happiness. Early in the game, when you dont have access 

to the appropriate Improvements or Wonders, this is a big deal— particularly at high diffi- 
culty levels. Monarchy charges no unhappiness penalties for having units away from their 
home cities (as Republic and Democracy do). It's vital to have the freedom to send units 
e game. 
er useful ha aspect of Monarchy. Basically, you can force 
| | to be content using units that you would probably have fortified in the city 
way. Stick: th Monarchy until you develop either sufficient means to keep your 

s content, or a government that doesn't care what the citizens think 
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any Trade bonus, but they experience the same lack of. corruptio 
under a Democracy. Tax, Science, and Luxury levels can be set as h 
as a Republic. Communism also has the unique ability to impart Мек 
Spy units built under the Communist regime. Spies are a very powerful 
game, so do not underestimate this particular feature. 

The major advantage of Communism is that it makes a good governm 
wartime. There are no happiness penalties for having units away from home and. 
Senate to interfere in your handling of foreign affairs. This makes it much easie 
duct a military campaign to expand your empire. Expansion is also aided by the tot: 
of corruption and waste. : 

The major downfall of this system is that Science and Tax collection tend to take a 
beating. Even with an 8096 Science or Tax rate, Communism cannot compete with all the 
extra Trade that is produced by a Democracy. Communism is a better wartime govern- 
ment than Fundamentalism only if you are proficient in the use of Spies and you want to 
continue to develop Science by normal means during the war. It is also inferior to both 
Republic and Democracy in times of peace. Experienced players often ignore 
Communism altogether, but it can be very useful to a player with the right skills. 


FUNDAMENTALISM/ 
FANATICISM/GREAT JOINING 


Fundamentalism is the most unbalanced government in the game. That is to say, 
it's too powerful in human hands. (The AI is not clever enough to effectively use 

т this government.) Thats good news for you if the civilization you choose to rule 
has access to it. In both the Fantasy and Science Fiction Games, this form of government 
is restricted to certain tribes. 


The advantages provided by this system of government are primarily military and 
financial in nature. You can operate as many as eight units out of each city support-free. 
This is also the only government that can ). As 


long as you're in this form of governmen 
many you have. _ 


FiG 3-2. A PRELIMINARY SKETCH FOR THE BLUE WILLIE 
UNIT IN THE SCI-FI GAME 


Other positive aspects of Fundamentalism include 
the ability to set Taxes as high as 8096 and the low 
diplomatic penalties for terrorist acts by Diplomats and Spies. 

With all these pluses, one would think that Fundamentalism is the way to go. Many 
players would agree with you. However, there are negative aspects too. Fundamentalism is 
not excluded from the Trade bonus provided by Republic and Democracy, but its Science 
output is cut in half. This government causes you to fall behind in research, unless you 
steal Advances with your Spies (which you built under Communism, conveniently mak- 
ing them all Veterans). Okay, the negatives arent that bad. Told you it was unbalanced. 


REPUBLIC/ALTHING/ 
CONFEDERATION 


af While nothing in Civilization can compare to Fundamentalism, there are many 
advantages associated with the “advanced” governments, the earlier of which is 
= the Republic. First there's the ability to set the Tax, Science, and Luxury rate as 
| high as 8096. There's also the bonus of an additional unit of Trade in any terrain square 
that is already generating Trade (the equivalent to having a certain Wonder of the World 
| in every city). This Trade bonus can dramatically increase the prosperity, knowledge, and 
happiness of your civilization, depending on how you set your Tax rates. Republics also 
experience rather low levels of corruption and waste. | : 
_ There are several drawbacks to the Republic however. The first is the fact that every 
unit requires support from its home city. The more units a city controls, the slower its 
"rate of production. Furthermore, units away from their home city, except for the first 
one—and every air and sea unit regardless of location—cause unhappiness. The only 
tions to this rule are units inside a fortress within three squares of one of your Cities. 
allows you to establish a realistic defen perimeter.) Then there’s that interfering 
a ogether, all these make the Republic a nice form of government in times 


ractically worthless in wartime. 
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AT ew] 
DEMOCRACY/G REATI € 
PROTEOCRACY мот 
: 055 pe 0 
Democracy is both the most advantageous (in the long haul) and t : = awa eir home 
demanding form of government in the game. The advantages you enjo 5 der the Rep 
this system are many and varied. Democracies get the same Trade bonus а and the Democracy qo 


Republics, plus the same total lack of corruption and waste as Communism. In ad | 
Democracy is the only system of government under which you can set Tax, Science, a 
Luxury rates at any level up to 10096. Perhaps most important is that, under a 
Democracy, all of your cities and units are completely immune to bribery by foreign 
Diplomats and Spies. (That's a big plus when you're having a research race with a 
ruthless Fundamentalist.) 

The demanding aspect of Democracy revolves around the attitude of your citizens 
and interference from your Senate. Citizens in a Democracy become twice as unhappy, as 
a result of units away from home, as they do under a Republic. In addition, the Senate 
never allows you to refuse communication with another civilization, and it always requires 
that you sign a cease-fire when one is offered. The only exception to this rule is when you 
control the United Nations Wonder. If this is the case, you get your way half the time. IF your Senate won't үш 

Considering the many advantages, Democracy is more than worth the extra effort break a peace treaty witha 
required to maintain it—in peacetime. The best way to handle the problems associated ЩИ 
with a Democracy is to prepare ahead of time. Make sure that you have the ability to to sign a treaty with an 


build Improvements and Wonders that keep your people happy. If these are not in place ЩЩ ШИИ 
you break a treaty at the 
request of your new ally, the 


: M en . $ Senate cannot overrule your 
Because of its military and treaty restrictions, Democracy is not great in protracted decision. 


when you are ready to switch governments, raise your Luxury rate or convert some of 
your citizens to Entertainers to compensate. 


wars. As a peacetime government, however, no other system comes close, but if you 
expect to be in a long war, switch to Fundamentalism or Communism. 


IVO ae 


The Romans are revolting! FIG. 3-4. THE OLDEST JOKE IN THE GAME 
Citizens demand new 


government 


VOI T 

volut is, however, а tactical use for Revolutions as well. 
Senate often interferes when you want to break a peace treaty with one of your allis. One way to be certain that your 
attack your enemy while you're in a state of Anarchy, thus negating the treaty. Then, when you are offered the choice of a new government, 

the o tion but still under the same form of government. _ 
you haven't prepared well, the effects on production, research, Food, and other output can be disastrous when you 

ts can be lost when the gold to pay their Upkeep is not available, Hake sure that sufficient resource stores exist to 


* 


E OF 


4 CiTY MANAGEMENT 


In order to master the game, one of the key concepts to learn is city management. 
Finance, research, unit production—all of these vital facets of the game have their roots 
in how well your cities are run. If you cant optimize your cities, all of your efforts are 
bound to fail in the long run. ud 
T eee | ; cepts in this chapter 
This chapter deals exclusively with this topic. Here you will find hints for selecting 


the perfect city site, putting your cities on the road to success, and solving the common apply i all of the ; 
bl e lik games in Jest of Time, 
problems you're likely to face. 
we generally use the 


more familiar Original 
Game terminology in 
order to keep things 
concise and keep confu- 
Sion to a minimum. If 
there are any concepts 
that are specific to one 

timum site will grow and prosper with a particular game, wel 

inimum of intervention on your part. However, ЁШ! them out. 

y built in a barren area devoid of useful 


w 
P> NOTE 
“While the con- 


resources either stagnates and adds nothing to your empire or, worse, requires your 
_ constant attention just to get by. 

You must also find a spot where the surrounding terrain is capable of producing 
enough Food to support and add to the city’s population, and enough Shields/Materiel 
and Trade/Data to allow the city to be a positive part of your civilization's infrastructure. 

The games included with Test of Time span a total of 10 different worlds, each with 
it’s own unique terrain types. Luckily, the resources produced on every world are the 
same, so we can provide you with a set of guidelines that should help you in your quest 


for the perfect location. 


> * The city square itself should produce at least one Food and one Shield in its native 
4 ДДД form. The terrain under the city automatically receives all possible improvements for its 
ina The tem, Terrain type. More is always good, but this is the minimum. 
special resources * [f possible, dont build in an area that includes particularly barren terrain types (those 
refers to terrain squares emm produce few resources and/or cannot be readily improved to increase productivity). 
| that have a natural The more barren terrain within the city radius, the slower the city grows, and the less 
addition that improves i produces. 
their value in some * Try to include special resources within the city radius. Every special resource type pro- 
way. Examples include: duces a particularly large number of Food, Shields/Materiel, or Trade/Data. A good mix 
(ТШДШ ШП of these terrain squares can make for a particularly prosperous city. 
Game), Salt and Sea e Don’t concentrate on a single resource when you select a city site. The most prosperous 
Monster (Fantasy cities contain a good balance of Food, Shields/Materiel, and Trade/Data. 
CTIA • Dont build your cities where their city radii will overlap those of other cities (yours or 
and Artifacts and your opponents’). While there are sometimes strategic reasons to overlap city radii (see 
Quench Fruit (Sci-Fi Chapter 5 for details), it’s usually not a good idea since it reduces the potential resource 
Game—funestis). generation for both cities. 


POPULATION 
GROWTH ISSUES 


The growth of a city’s population is based on the accumulatio 
— ll of Food. Апу Food in excess of what is required to support th 
eno ® city’s current population, and any Settlers (or their equivalent) 


Next Citizen: 7 turns 


The moment a city ceases to generate excess Food, it stops 


demands exceed the amount being generated, Food is taken from 


the deficit. Once this supply runs out, the game starts eliminating Fo 
in the field, then city population points, until the deficit is rectified. 


A properly located and managed city will show steady population gro 
If this is not the case, you've either chosen a poor city site or you need to mal 


improvements that will serve to increase your city's ability to generate Food. 


If you have a Food crisis on your hands, here are a few strategies to make things right. 

Improve the terrain. This is a very fundamental way to deal with any resource prob- 
lem. By making Food-related terrain improvements wherever possible, you can vastly 
improve your city’s Food generation capacity. 


Reduce the number of Food-supported units in the field. Under most systems of 
government, every Settler-type unit consumes some of its home city’s Food each turn. If 
you have lots of these units under one city’s control, change the units’ home city to spread 
out support costs. You can also have them build new cities and add to existing ones until 
you can increase the original city’s Food production. 

Upgrade your system of government. Food shortage is a typical problem in large 
cities under “primitive” forms of government. The more advanced the government type, 


the better the Food production. Switching to a better government is often the ticket to a йн 
ie difference in Food pro- 


duction between government 
types is particularly impor- 
usage can often throw a city’s Food production out of balance. If you see that one of your ЎТ 


growth spurt in all your cities. 
Check for terrain changes. An unintended or unwanted change in terrain type or 


cities has stopped growing, check the City Screen. Make sure there is no pollution in the ШОЛ 
area, or that a flood or drought (if there has been recent global warming) hasn’t changed ШАД ДП 
example) to one that is less 
advanced. While your cities 
might be growing and 
thriving under a Democracy, 
work a square occupied by a rival, and if one of your u chances are they ll all star 
producing square, it could mean trouble for Hem starving the minute you 

| — accidentally fall into Anarchy. 


your terrain for the worse. 
Check for uninvited visitors. Another event that can throw off your Food situation is 
the presence of a non-allied unit in one (or more) of your city squares. Your citizens can't 


lage your Food-increasing terrain improver 


DEALING WITH SHIELD/ 
MATERIEL SHORTAGES 


A Shield/Materiel shortage can cause quite a few problems. When a city is located in an 
area where Shields/Materiel are scarce, or when it is supporting an inordinately large 
number of units, all production can grind to a halt. I£ there is an actual deficit involved, 
units supported by that city start disappearing one by one until the deficit is rectified. 

Choosing a good city site is often all it takes to prevent this problem. Still, there are 
some times when no good sites are available, or you might inherit a city through conquest 
where the resource generation is below acceptable levels. In these cases, try the following 
to ease your production/support woes. 

Improve the terrain. Just as building Food-producing terrain improvements can take 


l ; care of a Food shortage, Mines and other related terrain improvements can jump-start 
When you're moving 


your citizens around to 
compensate for any 
type of resource short- 
age, make sure you 
don't cause a shortage 
of another resource in 
the process. 


your city’s production and support capabilities. 

Tweak your production squares. Make sure that your citizens are working the square: 
that generate the most Shields/Materiel possible. 

Reduce your number of units. Units have to be maintained. If you have an 
disproportionately large number of units supported by a single city, it causes resource 
shortages. Disband units that aren't vital to your cause, or assign some of them to anothe 
city to save on support. 

Build Improvements and Wonders. There are numerous City Improvements and 
Wonders of the World that can give your city a shot in the arm when it comes to generat 
ing Shields/Materiel. (See Chapter 1 for information on these and other Improvements 
and Wonders.) 


* PRODUCTION AND POLLUTION 


Unfortunately, if your city generates Shields/Materiel 
too efficiently, it can be just as big a problem as a 
deficit. If a city generates too much in the way of 
Shields/Materiel, “resource pollution" can result. 


"NOTE 


<F 4 Pollution can also be produced through the use of certain units, such as the Nuclear Missile in the Original Game, or b 


“accidents” caused by certain City Improvements. Pollution produced in this way is not “resource pollution,” but simply "pollu- 
tion." It doesn’t look any different on the map, but you'll know the difference in the context of the game. 
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j| higher the chance of resource pollution. Т 
Í the city figures into the equation as well. The ch: 
| of pollution increases with the size of the populati 


and increases greatly after the discovery of the 
Automobile Advance (or its equivalent). : í 
When a map square is polluted, it is capable of generating only half of its normal In games with 
resources (rounded up). Obviously, if a city's pollution goes unchecked, it can lead toa ШАЛ 
serious resource deficit. The pollution also affects the game on a worldwide level, creating the Fantasy and Science 
the possibility of a global warming event. Fiction Games, global 


warming affects only 


POLLUTION SOLUTIONS the map where the 


pollution occurs. 


Pollution is a serious game problem if left alone. Fortunately, there are solutions to this 
dilemma. 

Clean it up! If pollution occurs near one of your cities, use one of your Settler-type 
units to clean it up right away before things start to escalate. 

Build Improvements/Wonders. The Improvements and Wonders that affect 
pollution actually nip the problem in the bud before it even becomes a problem. (See 
Chapter 1 for details.) 

Decrease Shield/Materiel production. This is an unpleasant prospect, especially since 
you worked so hard to get your cities producing in the first place, but sometimes there’s 
no alternative. By shifting your citizens around, you can slow Shield/Materiel generation 
and reduce the chance of pollution by a bit. Once you can alleviate the problem with an 
Improvement or Wonder, put the citizens back on their original production squares and 
get things rolling again. 

Dont build Shield/Materiel-enhancing Improvements/Wonders. If you have no 
means to prevent or subdue pollution, stay away from Improvements like Power Plants 
and Factories (or their Fantasy and Sci-Fi equivalents) until youre prepared to control the 
pollution they produce. 


In the Extended Original Game, there is а way to use pollution to your advantage. Once you reach Centaurus, pollute the heck 
out of it. By causing global warming to occur, you have a good chance of weakening your alien competition significantly 
(depending on where its cities and units happen to be). Your capital (and presumably the bulk of your empire) is safe back 
on Earth, so what do you care if you cause a catastrophic ecological collapse on an alien world? 


| 
| 
| 


А remember that that 
| extra Luxury percentage 


№ 


[ИЕ 


For some, the biggest problem in city management is when the cities grow too fast. 

A side effect of city growth is unrest among your population. Beyond a certain city 
size, new citizens that are added to a city's population are automatically unhappy. The 
higher the game difficulty, the lower the unhappiness threshold. 

Unhappiness can result from other factors as well. 

The size of your empire. The more cities you have, the more likely it is that your cit- 
izens will be unhappy. This game statistic is known as the "Riot Factor." The total num- 
ber of cities it takes to cause unhappiness is based on both difficulty level and the type of 
government you have. (The basic rule of thumb is: the higher the difficulty and the wors 
the government, the fewer cities it takes to cause unhappiness.) 

Military units. Under Democracies and Republics (and their equivalents), unhappi- 
ness results in the home cities of military units in the field. Additionally, certain airborne 
units, such as Nuclear Missiles in the Original Game, cause unhappiness no matter 


where they are. 


Fic. 4-3. A CITY IN CIVIL DISORDER 


Rampant unhappiness eventually results in Civil 
| Disorder. This is a state that occurs when the numbe 
Crick titor 2899 of unhappy citizens outnumbers the number of 
happy citizens in a city. Avoid this. While in Civil 
А Disorder, no Taxes are collected, no research is per- 
Ss Before you qo Tu formed, and all production ceases. The effects of a 
00 crazy with raising city in Civil Disorder are felt throughout your empire, as all of your other cities must 
the Luxury rate, take up the monetary and scientific slack from the affected city. 


DEALING WITH UNHAPPINESS 


has to come from | >We ba TR Fortunately, there are plenty of methods available for 
somewhere, Before you | Govetnment: Desponan Maximum Rate: 60% 
commit to a higher : otalflicome: 0. al Cost: 0 

s Ditcevenes: 7242 Turns 


Luxury rate, make sure fg Sed 
your Science and Tax EE Bos 


rates aren't too low. 
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Build Improvements and Ў 
best thing to raising the Luxury rate 
Improvements and Wonders of the Woi 
induce happiness. (One method rarely wor 
the other.) See Chapter 1 for info on which In 
ments and Wonders help you in this departm 

Achieve happiness through martial law. Un ler 
certain forms of government—specifically, : 
Despotism, Monarchy, and Communism (and their 
equivalents) —military units stationed inside their home cities add to the happiness of 
that city’s population. Up to three units per city can be used for this purpose. 

Experience Fundamental happiness. If your civilization is capable of achieving 
Fundamentalism (or its equivalent), change to that form of government and 


eliminate unhappiness entirely. All citizens are automatically content under this system 
of government. 


| Sg Remember, all 
production ceases when 
à city goes into Civil 
Disorder. Don't depend 
on the construction or 
purchase of an 

E Improvement or Wonder 

| to quell discontent in 
the affected city. You 
must find a temporary 
Solution to the Disorder 


problem before you can 
finish construction or 


Send i in the Entertainers. In times of dire need, you can always pull one or more complete the purchase. 


В) citizens out of their production roles and turn them into 


| Entertainers. Every Entertainer makes one content citizen 
Rl happy, which offsets one unhappy citizen. 


Using Entertainers should be your last-ditch plan to induce happiness. Every citizen you pull from a production role 
reduces the amount of resources a city generates. Put too many Entertainers in one city and you'll soon have worse 


problems than unhappiness, 


IF you are regularly using Entertainers to appease your populace, analyze your city management strategy. Entertainers 
should never be more than a temporary fix. 


CORRUPTION AND WASTE 


The farther you spread your empire, the less efficient its infrastructure becomes. The 
more distant a city is from your capital, the more corruption and waste it experiences. 
There are some things you can do to combat this loss of resources. 
Build roads/railroads. Cities аг г аге осы to your capital by roads or railroads 
experience less corruption and waste. - 
Build Courthouses (o the equivalent) i in all your cities. The presence of this City 
Improvement rruption by 5096. : 
, neral rule, the less advanced your government, the 
ption and waste. Under certain forms of government, 
d waste are eliminate entirely: (See Chapter 3 for details.) 


Of all the resource shortages you can encounter, this is probably 


— FINANCIAL WOES 


Soon as your income 
ПАЛОО ИЙ turn, it's easy to lose track of your financial situation in the race to develop your cities. 


the first that will rear its ugly head. Since almost every City 
Improvement you build requires monetary maintenance each 


to one another. While Your primary source of income comes in the form of Taxes (a component of 
САЯ Trade/Data). These funds, collected from your cities every turn, are pooled together in 
ПЕ ТЕШ ИИ your treasury and used to pay the Upkeep in all your cities. If the income in a given turn 
nitely, you're not build- ES insufficient to cover these costs, money is drawn from the treasury to cover the differ- 
ing up a nest egg for ence. When the treasury runs dry, the game starts selling off City Improvements at 

buying units, or for random to cover the deficit. 

other hard times that Obviously, this is not a desirable situation. To prevent things from escalating this far, 
might arise. It's like keep a constant eye on your income/expense ratio (by way of the Trade Advisor). As soon 
living from paycheck Nie 25 your expenses are outpacing your income, take action. 


paycheck and not put- 


ЖООГО DEALING WITH MONEY PROBLEMS 


Savings account. When budget problems occur, you have a number of options to set the ledger straight. 
Build Improvements and Wonders. This ones 

always near the top of the list. It’s one of the best, 

NOTE ll most permanent solutions to a resource shortage. (Se 
In addition to $ ‘ E Chapter 1 for information on money-making 

Improvements and E Improvements and Wonders) 

Wonders that directly = ; Sell City Improvements. The major drain on 

increase your cash flow, y я х your finances is the maintenance of Improvements, s 

there are a number that ut cr it stands to reason that fewer Improvements mean 

ncrease Trade/Data ll less money spent. If you cant find any better way to 

generation in general. ' ' make ends meet, choose your least useful 

«ШОЛ Improvements and sell them. Once you run out of money, the game sells your 

pronounced а change, ec Ree учун least this way you get to choose which ones get sold. 

an increase in Increase your Tax rate. This is a solution 

Never sell an Improvement that's 


Trade/Data does m increasing Tax revenue to make up for but it might not always be the best one. To 
an Increase In є f^. |a cash shortfall. That just makes increase Taxes, you have to make sacrifices i in 


Tax revenue. 
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Convert citizens to Tax Collectors. This soluti 
Е problems is fraught with the same drawbacks as creati 
PM Entertainers to keep people happy. You lose valuable prod 

from the afflicted city, and you tend to lose sight of the larger 
problem. Use Tax Collectors as a temporary fix while you work on a better, mo 
permanent solution. 


.NOTE 
J Cities with a 
“population of 

ess than five cannot 

| create Tax Collectors, 


Switch governments. Your lack of cash is a direct reflection of how youre running 
your civilization. More advanced governments allow more Trade to be generated, hence 
more potential money. Fundamentalism and its equivalents are particularly good at 


raising cash. (See Chapter 3 for details.) 


i 


The Capitalization 
Develop Capitalization/Base Metal to Gold/Gene Census. This “Improvement” ia (and its equiva- 


converts the Shields/Materiel generated by a city into Tax revenue. This goes on for as lents) are ideal for cities 
long as you have your city's production set for this option. This is a terrific way to make ЩИ everything 


up a deficit in the short term—and sometimes the long term. you possibly can (based on 
your current level of technol- 


оду) and you don't need to 
C R EATI N G produce units. Why let the 
Shields/Materiel qo to waste 


SPECIALIZED CITIES when you can turn them into 


cold hard cash? 
An interesting strategy that has been developed by players involves creating cities that are 


optimized to perform certain tasks within the game. There’s the “Science City,” whose job 
is to produce as much raw research power as possible. The “Production City” generates 
enough Shields to build any unit quickly and efficiently at a moment's notice. 

We found this concept so intriguing that we figured wed pass along some of the steps 
necessary to creating these specialized powerhouses. While building them to their maxi- 


ese beauties is worth quite a number of normal cities in terms 


a As these are strategies developed for the original Civilization ЇЇ all the examples are given in terms of the Original 


г Game. The concepts, however, are universal, so they should work just as well in both the Fantasy and Sci-Fi Games Ас 
in Test of Time. ee 2 5 av) ) 


JUILDING A SCIENCE CITY 


following steps take you through the creation of a Science City, starting from very 
Carly i in the game and moving through the modern era. 


1. Select a site with lots of potential Trade. (Look for Rivers, Whales, and so on for inclu- 
sion within the city radius.) Make sure there's plenty of Food too, since larger cities work 
| better in specialized roles. 
2. Build roads in every possible terrain square within the city radius. 
3. Build early game Improvements and Wonders that are geared toward Trade and 
Science, like a Library, the Colossus, and Copernicuss Observatory. 
* y > NOTE ie Continue this trend through the rest of the game, making sure to build a University, 
“The more Superhighways, Isaac Newton's College, and a Research Lab (or, preferably, the SETI 


| “enlightened” your Program). 


| government, the better | | 
specialized cities work It also helps to establish Trade routes (preferably with other civilizations) from the 


Science City—the more profitable (in terms of Trade) the better. 


BUILDING A PRODUCTION CITY 


The creation of a Production City (one that generates copious amounts of Shields) 
follows the same basic path as that of the Science City. 


1. Select a good city site. This is important to any city's success, but it’s vital to the succes 
of a specialized city. Look for lots of Shield-producing terrain to include in the city 
radius—Oil, Iron, Buffalo, and so on. Since you'll be building a good percentage of your 
` units here, it's to your advantage if you choose a coastal site. 
2. Mine all possible terrain to maximize its Shield output potential. 
3. Build roads i in od terrain square. (You'll be converting them to railroads as soon as 
you can) $3 
4. Start building as many of the Improvements and Wonders that aid in Shield generatio 
as possible. These start appearing toward the middle of the game. They include (in 
hronological order): King Richard's uec Factory, Hoover Dam, Manufacturing 

, Solar Plant, and Offshore Peor. 


CAUTION Build as many of the Gron Wander йй aid in population happiness as possible in 
BI your Production City. IF it is used correctly, you'll be shipping dozens of units out of this city at a time, That means that the 
BEI. people will get antsy—especially under a Republic or a Democracy-if they aren't properly appeased. 


you need to research your way to a pollution solution as quickly as possible, This city will be crawling wit with the stuff. 
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PROVEN CIVILIZA TION П 
STRATEGIES 


Although Zest of Time literally has worlds of new options and features, it’s still 


Civilization II. Obviously, there are lots of strategies that apply to 7257 of Time in general, “i >NOTE 
and many are specific to the Original, Science Fiction, and Fantasy Games. We have ded- 4 Unless other- 
icated a chapter to each. Sometimes, however, the best strategies can be found by going A note, the 
back to the basics. Strategies in this chap- 


In this chapter are some tried and true strategies for the Original Game, developed e apply primarily to 
over the years by players and developers alike, that should work no matter what world single-player games. 
you decide to conquer. Live opponents are 


much less predictable 
STARTING OFF ON THE Vb 
RIGHT FOOT E strategies in a multi- 


player game, remember 


that human beings are 
fo Civilization 2% dee. in as soon as your first unit appears BIS likely to be fooled 


than a computer. 


Believe it oi 


(OU’VE GOT THE WHOLE WORLD IN 
OUR HANDS 


Have you ever felt like not only your opponents, but 
the entire map was against you? We've all been there. 
Its bad enough when you get a bad map on the easier 
difficulty levels, but when you're playing in Emperor 
or Deity mode, a hostile map can spell early doom. 
Fortunately, you can take matters into your own 
hands and stack the map odds in your favor before 
the game even starts. 

Instead of letting the game generate the world 
at random, choose Customize World from the New Game menu. Then select the 


following options: 


| Large world: On a large map, your opponents are likely to be spread out. This gives you 

| a little breathing room while you ramp up. 
Small land mass: This decreases the likelihood of having to share a continent with your 
opponents. Selecting Normal land mass works a little better for expansion purposes, but 
it increases your odds of meeting another civilization early in the game. 
Archipelago land form: This ensures that your opponents are separated from you by 
oceans. Once again, this can stifle expansion—at least until you develop boats. You can 
also try Varied land forms. 
Normal, Temperate, Four Billion years old: These final three options determine the type 
and amount of each terrain available. These (default) settings produce the best mix of 


beneficial terrain types. 
Molding the world to suit your needs may feel like cheating, but it doesn't guarantee 
you victory. On the contrary, it is your skill at running your empire that makes the differ- 


ence between victory and defeat. Setting the Customize World options merely provides a 
leg up on what is bound to be a challenging journey. 


: EXPLORE, THEN BUILD 


One of the n most coti roversial early game questions i: 
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Dont spend the first 20 turns meandering about, but you do have 


picky. Besides, wouldn't you just hate yourself if, after having built i 


your city radius? 


SLOW AND STEADY WINS THE RA 


The key to early success is expansion. Strike a happy medium between steady empire - 
growth and expanding too much to adequately defend all your cities. Also be aware of your 
citizens’ happiness. Two leading causes of civil unrest early in the game are too many Cities, 
and cities that grow too quickly. (This is especially true on the higher difficulty levels.) 

One good way to avoid both problems is to concentrate on building Settlers (or the 
equivalent) early in the game. The steady construction of Settlers keeps your cities from 
growing too quickly and gives you enough units to explore your surroundings and sow 
the seeds of your empire. Before your citizens start complaining about empire size, slow 
down on your Settler production and put any remaining Settlers to work building roads 
and irrigation. Once you discover the appropriate Advances, build happiness-related 
Improvements and Wonders and continue your civilization’s expansion. When you have a 
sizeable empire in place, you can then concentrate on cultivating your individual cities. 


CITY AND PRODUCTION 
STRATEGIES 


Anyone who has played a Civilization game knows that you spend at least half your game 
time managing your cities. Optimization of resource production and the management of 
your citizens’ attitude are a big part of this. Chapter 4, “City Management,” is dedicated 
to issues such as those. There are, however, some generalized strategies that just happen to 
do with cities and production that we'll discuss right here. 


WONDER ROULET 


There is an interesting tr 


pponents are on fairly equal 
the World, half the other 
on that Wonder. It then 
pletion of the Wonder you 


scientific ground 


Ш уос dont think you can beat your opponents in such a race, there is a method for 
ES course, this getting around the problem. When there is a Wonder you want, set your production to 
strategy assumes that build a Wonder you don’t want. Your opponents will gladly join the fray and try and beat 
there's a Wonder you В completion. As the race progresses, build as many Caravans (or the equivalent) as 
don't want to build, but В and move them within striking distance of your Wonder city. Once you have 
; enough Caravans stockpiled, switch production in the Wonder city to the Wonder you 

really want. Then move all the Caravans into the city and complete the Wonder that 
turn, before your opponents even get a chance to alter their own production efforts. 


that's often the case, 
especially in the prein- 
dustrial era. 


TOP-NOTCH MERCHANDISE AT 
BARGAIN-BASEMENT PRICES 


So, you've just got to have that Wonder of the World, and you know for a fact that your 
opponent is just a few turns from completing it. Youd like to buy it, but you only have 
about half the money you need. There is a feature in the game that allows you to buy 
production items at 5096 of their original price—and sometimes even less. 

Say you want to buy the Pyramids from scratch (you've put no production into it 
whatsoever). The purchase price of this Wonder is 1,600 gold—quite a hefty sum. Here's 
how you get the discounted price. 


"NOTE 
! This strategy 
works best on 


(hieftain/Species level ERSTER your production from Pyramids to an Improvement. Any Improvement will 
UELUT MEE do, but we'll use Barracks for this example. 
difficulty, you are 2. Buy the Barracks. (The purchase price is 160 gold.) 
penalized for switching 5. Immediately change production back to the Pyramids. (If you end your turn, this wont 
production types in work—you'll have just bought and completed a Barracks.) 
midstream. 4, Note that the production meter shows that the Pyramids are now partially built, and 
ИД АХАП ДИ che purchase price is now a mere 640 gold! Purchase the Pyramids now. Your final cost: 
ДАЛ 800 gold, just half of the original price. 
yramids/ Barracks 
| example, the final This technique works for buying units as well. (Units tend to be much more expen- 
purchase price ofthe sive than Improvements.) For example, a Thunderbolt (in the Fantasy Game) costs 460 
TS M umma cold to buy from scratch. If you buy a Barracks (for 76 gold) and 
on all levels above : E——————j then switch production back to Thunderbolt, the purchase price for 
hieftain- still a thet unit goes down to 16 а а total rd price of 236 gold). 


à bargain. : y 


m— 
3 720 gol 


Another aspect of this strategy is saving time. Even if you don’ 
purchase the Pyramids at their reduced price, but you can afford the 
Barracks and then switch production back to the Pyramids. Notice tha 
turns it takes to build the Wonder has been significantly decreased. 


POLITICAL STRATEGIES 


Some of the best Civilization IT strategies available concern not what you do within 


own empire, but how you relate to the other civilizations in the game. In this section, 
there are a few tricks for dealing with your opponents politically rather than physically. 


LEAVE THE FIGHTING TO THEM 


This is an interesting strategy that requires something that is shockingly rare in 
Civilization players—trust in one’s opponent. 

When your civilization is controlled by a Republic or a Democracy (or the Fantasy 
or Sci-Fi equivalent) it’s difficult to wage war against your enemies. Every military unit 
you send into the field causes unhappiness in the unit’s home city. Even worse, your 
interfering Senate quite often prevents you from smiting even the most evil opponents. 
Well, here’s a way to get around this problem and make war a bit more economical at 
the same time. 

Over the course of the game, cultivate amicable relations with one or two of your 
opponents and maintain these relations well into the action. Then, when a situation like 
the one described here occurs, get in touch with the more powerful of your allies and ask 
him or her to declare war on the offending civilization. To sweeten the deal (and to keep 
your ally happy) offer up some military units as gifts. This keeps the ally well supplied for 
the ongoing war effort, and it maintains your sterling reputation as far as the allied nation 
is concerned. Now, your people stay happy, your Senate stays out of your hair, and your 
enemy feels your wrath from afar. Meanwhile, your ally deals with the civil unrest and the 
maintenance cost of supporting the units required for a prolonged war effort. 


ight have some maps and useful Advances), break the treaty and start taking their 
cities from them. If you're really lucky, they might come groveling to you, pleading for 
you to stop the war and offering up the rest of their treasury in exchange for a cease-fire. 
What should you do then? Take the money. Then finish removing their civilization from 
the game. 

Yes, this strategy is extremely evil, but hey, it’s only a game. Just remember that 
this sort of behavior will permanently wreck your reputation, so be prepared for wide- 
spread hostility in any game where you try it. You might want to have the Eiffel Tower 
and the Great Wall/United Nations (or the equivalent) in place if you choose to follow 
this dark path. 


MAKING THE SENATE SEE THINGS 
YOUR WAY 


Once again, you're in a situation where you really want to hurt an opposing civilization, 
but the Senate says no. You already know how to ally yourself with another civilization 
and have them fight your wars for you, but what if you really enjoy the fighting? In that 
case, you must make the Senate see your adversary in a new light. For that to happen, 
you need your nemesis to throw the first punch. Once he breaks the treaty, you are free tc 
act as you will. 

Making another civilization attack you is actually rather simple, assuming the other 
civilization’s attitude toward ко. is already fairly low (Uncooperative or worse). All you 
have to do is aui ding your units into their territory. When 


son to be hos- 
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Take your opponents for all they're worth, technology-wise, up 
the early technologies that are offered up for trade are fairly innocuo 


harm in giving them away. The more Advances you are willing to exchan 
youll make your neighbor. That could mean at least a few dozen turns o 


tence, and perhaps a long-term alliance. 
The point where you should stop being so generous is when your neighbo 


demanding technologies outright or, worse yet, starts asking for Advances that wou 


him on equal ground with you in a military sense. Draw the line at giving away the 
of Gunpowder or Nuclear Fission, but with other less dangerous Advances, it is to you 
benefit to engage in technology trade. Remember, the best Advances are free Advances. 


GIVE PEACE LOTS OF CHANCES 


This is another one for you warmongers who dont really care about your reputation. 
When you are at war with a weaker civilization, they almost always offer a cease-fire 


after you capture or destroy one of their cities. Naturally, since youre gung ho to finish 
off your rival as quickly as possible, you don’t allow yourself to be swayed by their cries 
for mercy. 

Sign the cease-fire. On the turn after you sign a cease-fire agreement, the AI never 
attacks you (except for the rare, sneak attack). Next time it’s your turn, break the treaty 
and continue your attack with the next city. Once that city falls, your enemy will most 
likely meet with you again and plead for friendship. Sign the treaty again. Break the 
treaty again. Keep up this vicious cycle until your enemy either gets wise to your ways or 
falls under the might of your relentless armies. 


Ma^ nore 
WARTIME STRATEGIES S A This section 
Civilization II is a game that places a myriad of demands on your play style from game to deals with the broad 
game. For example, playing a peaceful game requires an almost entirely different sec of ОИ 
strategies than waging a warlike, violent campaign. This section is geared toward those eral. For specifics on 
times when you're forced to fight—either by personal preference or by the prevailing the military units in 


game situation. _ Test of Time and their 


e ues individual strengths and 
TEM weaknesses, check out 
: Chapter 2, "Units and 
Combat.” 


< up an early warning system by building 
tween your empire and that of your 
optimum sites for population growth. 


in 


. For starters, such cities serve as a jump-off point for launching an invasion. They 
might not be able to efficiently produce units on their own. However, when equipped 
with an Airport (or the equivalent), they can serve as a gathering point for units. Once 
airlifted there, the units can be loaded onto transport vessels and taken directly to the 
enemy continent. 

Early warning cities also serve as good stopover points for air units that require 
refueling. And, if the cities are located close enough to the enemy' cities, attacks can be 
launched directly from the island(s). 

Finally, these cities can serve as frontline targets for an enemy attack. When another 
civilization decides to go to war with you, its most likely target is the city closest to its 


You may ask seat of power. If you see an enemy attacking these outlying cities, you usually have 


“Why not just build the 
city on Hills to begin 
with?” The reason is HEAD FOR THE HILLS 

ТООС If one of your cities needs a boost on defense from ground attacks, here’s a little feature 
ТШ ААО that might just do the trick. 

with extremely slow Depending on the terrain, you might be able to use an Engineer (or the local equiva- 


enough warning to build up your military production back on the mainland. 


MOURN UN lent) to transform the terrain under the city to a type that provides the defending units 

| HRSA inside with a defensive bonus. 

| The "Head for the Hills" For example, in the Original Game an Engineer can change the terrain under a city 
Strategy is meant for a built on Grasslands into Hills. This does reduce your Trade income, but it gives the units 
mid- to late-game in your city a 100% defensive bonus. 


defensive boost in an 
ОТ HEADING THEM OFF AT THE PASS 
sustain itself and its 

| population with no i 


T Fic. 5-2. A NARROW PASS MADE IMPASSIBLE 
Mu i 


This is an expensive strategy that only works in cer- 


tain situations, but it’s much too good to leave out. 
If you are lucky enough to have the only access to 


tually im 
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The result is that, short of incredible luck, nothing can pass suc 
ground units are prevented by the movement rules from entering a squa 
Bomber, and (assuming your ground units have a higher Defense than the 


enemy Fighters (or the equivalent) are easily taken out by the units in the Fort: 
Expensive? Yes. Convoluted? Yes. Effective? You'd better believe it. 


GENERAL STRATEGIES 


This final section gathers all the strategies that dont fit neatly into any particular BS. Game. [he only land 
category, but rather span several aspects of Civilization II gameplay. access to the Airica 


MARKING YOUR TERRITORY arrow land bridge 0 


OF Daudi Arabia 
e example 510 
(QU [E 


Civilization II has a very narrow definition of territory. In the game, “your territory" con- 
sists of the 20 terrain squares surrounding each of your cities. Any areas in between are 
considered unclaimed. 

This often leads to the phenomenon of having an opposing power set up a city right 
in the middle of a continent you are developing. It’s really frustrating, especially since that 
opponent, if hostile, has just set up a base from which to attack your cities. It doesn’t seem 
fair, but the rules of the game permit it. 

Fortunately, there's a way to use the game rules to prevent such a situation. If you 
want to claim an area as your own, build your cities so that their city radii slightly overlap 


one another. By following this pattern, you can create a line or a circle of cities that E NOTE 
effectively blocks your opponents from crossing or entering the area you want to protect. ^ The only 
(See figure 5-3.) problem with this 
strategy is that it ulti- 
FIG. 5-3. PROTECTING YOUR TERRITORY FROM mately reduces the 


WOULD-BE INTRUDERS productivity of your 

cities, since their pro- 
Recall the movement rule that prevents your units duction squares over- 
4| from moving from one square to another within a city’s lap. Obviously, this 
zone of control. Your opponents are bound by the same tactic works best 
rule. That means they cant move past your line of cities 
BI with settler units. Therefore, the land beyond your wall 
- of cities is yours and yours alone. 


when the terrain is 
extremely rich. 


NOTE 
f you're forced 
to keep Entertainers on 
duty in any city for 
more than a turn or two 
at a time, there is 
something amiss with 
that city. Entertainers 
are an overused band- 
age that merely covers 
the symptoms of a 
deeper wound. Search 
for the cause of the 
unhappiness rather than 
trying to cover it up. 


_ Sanitation yet? 


MAKING PREEMPTIVE HAPPINESS 
STRIKES 


When running your empire under a Democracy (or the equivalent), the happiness of 
your population is a tenuous thing, especially on higher difficulty levels. The game is very 
good about telling you when your people are severely unhappy, but by the time Civil 
Disorder has broken out, it’s already too late to easily fix the problem. 

For this reason, you should constantly keep an eye on your Attitude Advisor, giving 
all your cities a cursory check every few turns to see if there is any unhappiness brewing. 
The presence of even one unhappy citizen is an indication that something is wrong. This 
is the time to act. It’s much easier to eliminate the cause than to treat the symptom. You 
can do several things to decrease unhappiness before it becomes a problem. 

Raise your Luxury rate. It’s surprising how many players completely ignore Luxuries. 
Sure, they build Cathedrals and Colosseums to appease the folks, but they never cut those 
Taxes back. By setting your Luxury rate at 30 or even 20% under a Democracy, you can 
still make ends meet, and the people will love you to boot. 

Bring the troops home. The more troops you have in the field under a Republic or a 
Democracy, the more antsy the people get. In times of relative peace, pull your military 
units into the city. Better still, build some Fortresses near the units home city and put th: 
units inside. Troops inside Fortresses within three squares of their home city don't cause 
unhappiness. 

Build Improvements and Wonders. Just because you do everything else right doesnt 
mean you can skimp on building structures that bring happiness to your people. Every 
city should be equipped with most or all of the "happiness structures" when possible. You 
can never make your people too happy. 


SCIENCE FROM STAGNATION 


As your cities evolve, there will invariably be times when population growth in a city is 
halted because you don't have the requisite City Improvement to allow further expansion 
(In the Original Game, the Improvements in question are the Aqueduct and the Sewer 
System.) The game warns you (constantly) that this is the case, but you arent always in a 
position to fix the problem. What if you have a size 11 city and you haven’ researched 


u could just sit back and waste all the EXCESS Food being produced by the city unti 
o build the required Improvement. However, 
Еуоц сап handle slightly lower productio 
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build the required Improvement all the more quickly. Once the 
your Scientists can be returned to the fields and resume their far 


ON LETTING THE GENIE OUT 
THE BOTTLE 


The Manhattan Project/Pandora’s Box/Penance Wonder is one that you should : 
consider nor building. The reason is that this Wonder unlocks the ability for any civ. 
tion in the game to build super-weapons. If you have no need for these weapons, why 
help out your enemies (who will, we assure you, find some use for them). 
Let someone else build this Wonder first. You still get all the benefits (aside from the 
Civilization Score boost), and you dont have to go to the time and expense to build the 


thing. And, if the points concern you that much, you can always go and capture the city 
where it was built later. 


THE BURNING OF ATLANTA 


mesic Advisor Gunn] So you're waging a war through the heart | Җ 
| Veii is about to build Settlers, but it is only of your enemy’s empire, and you come a NOTE 


| a size 1 city. Continue anyway? across a city that looks like it will be a 

` Delay Settler production, piece of cake to destroy. As luck would 
have it, you defeat the city in short order, 
but instead of it crumbling, you capture 


“This st strategy 
doesn't work if the city 


in question is your Bs 
city. But why would 
you want to disband 
your only city anyway? 


it. Now, here you are, responsible for the 
management of a new city deep in the 
heart of enemy territory. That ЖОШ be so bad, except the thing is surrounded by use- 
less terrain and can barely support its population, let alone grow. (For all the cheating the 
computer does, it sure picks some lousy city sites!) 


Unfortunately, there is no direct way you can raze the city and move on with your 
campaign. There is, however, an indirect way to do so. Start building/buying Settlers (or 
the equivalent) in the unwanted city. For every Settler completed, the city’s population is 
reduced by one. When the population gets down. to one and you compl 
Settler, the game asks if y want to disband the ci Ee pa reply in the Se, and 


Fic. 5-4. THIS IS YOUR OWN PRIVATE PANAMA. 


Civilization II might not have provided the option 
for building canals. However, that doesn't mean that 
you have to grow old waiting for your ships to travel 
| the perimeter of every land mass on the map! 

If you find an isthmus (land bridge) that is just 
wide enough for a city, put a city there. This city will 
serve as a link between the bodies of water on each 
side of the isthmus, in effect becoming a canal for all your sea-going vessels. The beauty 
of it is that, unless they are allied with you, the other civilizations still have to send their 
ships around the long way. If the map you're playing on provides you with an 
opportunity like this, dont pass it up. 


RAISING THE TRADE STAKES 


Through a bit of subtle manipulation, you can greatly increase the initial bonus you get 


In the this strategy, if the 
Trade unit's destination city go to the unit’s home city. Adjust your workforce so that they are working the terrain 


when you establish a new Trade route. Just before your Trade unit reaches its destination, 


ООЛАК (ОИ squares that produce the most Trade. Once the home city’s Trade production is opti- 


ini " sea r mized, move the Trade unit into the destination city. Because of the higher Trade income 
ther by adjusting the work- 


Gariri from the unit's home city, the initial Trade bonus is increased. Now you can go and put 
оге in that city too. 


your citizens back where they belong. 
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USING MULTIPLE MAPS 
TO YOUR ADVANTAGE 


Perhaps the biggest difference between Test of Time and previous incarnations of 
Civilization is the inclusion of multiple, linked maps. The Extended Game has two maps, 
both randomly generated, “Earth” and “Centaurus.” The Lalande Science Fiction Game, 
the Fantasy Game, and the Midgard scenario (based on the Fantasy Game) each sport 
four interlinked maps. Obviously, this factor complicates the games, but what advantage 
can a smart player gain from the multiplicity of worlds? 

In some cases, there are map-related strategies that are specific to one or another of the 
games. You can find those in the chapters that cover those games, not here. What this little 
chapter is about is generalized tactics, tricks, and strategies—ways to use the multiple map 
structure itself to your advantage. Think of this as an introduction, not an exhaustive list. 
Once you start thinking about it, you're sure to be able to add to these few ideas. 


oF TRAVEL 
' the different ways of moving between 
we simply want to introduce a 


— some minor things not 


Regardless of whether they're 
set in place when the game 
begins (like Midgard's 
^Entrances to Hel") or you 
have to build them yourself, transport sites are valuable locations—like Airbases, only 
much more so. 

Transport sites come in many forms: QT Portals, Gravitic Grids, SSTO Pads, and 
Cave Entrances just to name a few. The important features about these are that they exist 
out in the open (not in a city), and they are capturable and interdictable, like Airbases. 
What does that mean? 

Capturable means that anyone can use a transport site once it exists. The builder does 
not own it in any functional sense. 

Interdictable means that you (or your opponents) can block access to a transport site. 
Remember, a unit cannot transport if the destination square is occupied by a unit of any 
other civilization. 


NATIVE TRANSPORT 


Units that can 
move between 
maps on their 
own steam, 

mem - including those 
sea units which can carry other units along with them, are some of the most valuable in 
any game. However, they have limits and a few quirks. 


Domain matters: A unit can only transport if the destination square is a legitimate place 
for it to move. Ships cannot transport onto land, and ground units cannot go onto 
Ocean. Air units are not limited in these ways. 

Impassable blocks: Only units that can cross impassable terrain can transport onto it. Air 
units are not blocked by impassable terrain. 

- Occupied: No unit can transport into a square that is occupied by another tribe's unit 


where that unit is not 
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INTERMAP AIRPORTS 


The new City Improvement th. 
lifts" between towns on different n 


some ways than the transport sites i 
and worse in some important ways. Let's 


review the pluses and minuses. 


Plus : Because they're inside your cities, these tra 
port facilities are much more difficult for your ene- 


mies to capture and use than the ones that are out in 
the open. 

Minus : No matter which game you're playing, building a City Improvement is more 
expensive in both production and time than having a unit create a transport site. 

Plus : When your unit arrives on the destination map, it's safe inside a friendly city, not 
exposed in the open. 

Minus : The element of surprise can be put to good use when “dropping in” from one 
map to another. Sending units to one of your existing cities won't surprise anybody. 

Plus : No matter how many enemy units are sitting around the destination city, they can’t 
block your transport (but see the next point). Compare that to a transport site, which one 
lonely unit can stand on and make completely useless. 

Minus : Like Airport airlifts, intermap transports can be intercepted by enemy Fighter- 
type units in the vicinity of either city. It doesn’t happen a lot, but once is too much. 

Plus : Unlike most types of transport sites, the Improvement has no limits on which maps it 
can reach. You can send a unit to any map where you have another city with one of these. 
Minus : You can only send one unit per city per turn and each city can only receive one 
unit per turn. No city can both send and receive in the same turn. 


A WORLD OF YOUR OWN 


Despite all the tactical potential that mul- 
tiple maps provide, one of the best strate- 
gies does not include movement between 

| maps. Actually, your goal in this case is to 
prevent intermap travel. If it is at all possi- 
п gain an enormous advantage 
over your opponents if you can deprive 
them of access to a map that you have 
Cities on. 


: ‘It’s not easy. In the Extended and Sci-Fi Games, access to the maps is entirely a mat- 
ter of technology. Unless you can prevent the other tribes from discovering the requisite 
Advances, it is almost impossible to deny them access to any of the maps. You can gain a 
temporary exclusive to any map simply by being the first one to reach it, but any attempt 

at long-term retention of a private playground is almost certainly doomed to fail. 

In other games, however, that’s just not the case. The Fantasy setting actually encour- 
ages privacy—but only for certain maps and tribes. The chapters on the two aspects of 
the Fantasy Game (Chapters 10 and 11) cover this in more detail, but it’s important to 
note the structure of the maps and unit abilities. Let’s take just one example. Rather than 
overlapping in every location, as the maps in the other games do, the Surface World and 
Undersea World correspond only in certain locations. There are the deep portions of the 
Ocean, where the Surface Ocean corresponds with the Ocean Depths. Some sea units can 
move between the two. Then there are places where Surface land terrain corresponds with 
Undersea land squares. The limited number of access points makes the Undersea World a 
prime target for someone intent on reserving a private map for his or her empire. 

In the same way as you might blockade a natural choke-point on terrain—an 
isthmus, strait, or narrow passage through impassable terrain—you can interdict con- 
stricted or limited passages between maps. Study the maps where you're building your 
civilization and the possible connections between them. There might be opportunities 


lurking out there. 


BY PEACEFUL MEANS 


When most players think of ways to take advantage of multiple maps, their thoughts nat- 
urally go to military maneuvers. However, that's not the sum total of what Civilization is 
all about. A smart player can derive benefits from multiple maps even in times of peace. 


EXPLORATION AND TRAVEL 


After you've created your first city, the primary goal in any Civilization game is to explore 
In earlier. versions, the only potential obstacles to discovering the world were Oceans 

ll (which you could overcome by building sea 
units) and neighboring tribes. In 7257 of 
| Time, there are two more things in your 
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No matter what kind of obstacle you're dealing with, you сат 
jumping to another map, finding a way to the other side, then hopi 
map. However, there might be further obstacles on the other map. Then 
the tactic. Move as far as you can on the second map, then hop back onto 
Shuttle back and forth as many times as you need to until you find a passage 
tination. (Once you get there, build a city and put an intermap airport in it.) _ 

Theres a more subtle way to “explore” a map that you havent even found a wa 
yet. Its not something the game keeps track of for you, so this involves some brain po inding а qood place to 
Its called mapping by induction. Basically, if you keep track of the places where you cant make the move from map to 


transport or build a site, you can get a pretty good idea of the lay of the land (or sea) on Mf] can be a pain, but 
the map youre trying to reach. there's a pretty reliable 
method. When the game 
generates a random map, 
REAP THE BOU NTY there are always polar 
caps-strips of land across 


Like every unit, Improvement, and terrain type in the game, each map has its benefits 
Е pro YP 8 Р the top and bottom of the 


and drawbacks. If you recognize the pros and cons of each world, then focus your strategy PT Tinie 
on exploiting them, you should gain a great advantage over the leader who doesn't do so. Cloud World in Fantasy or 


Let's take a concrete example. In the ЖЛ 


ЕЙ Lalande Science Fiction system of maps, ШТИ 

М there are four worlds, and each one has a KUUN to à pole, send your 
ground units there to find 
transport locations, 


different strength. 

Funestis is reasonably well balanced, 
but its mix of terrain types provides less 
production (Materiel) than the original 
Civ II “Earth” terrain. Because of this, 
expect to have the majority of your big- 
ger cities here, where they can grow. If 
J you use Food Caravans, they will be pro- 
vided from this map. 

Orbit is a superb source of Data (Trade) but not for Food. If you're going to set up 
focused Science Cities or Money Cities, put them on this map. When your Trade income 
is poor elsewhere, even a mediocre city in Orbit can keep you out of a deficit. 


Naumachia is also Food poor, but cities here can have absolutely tremendous produc- 
tion potential. Obviously, thi 


Nona is even more Data-rich than the Orbit map, and its strategy is the same. 
"Though the differences between maps are not always as strikingly obvious as these, 
bottom line is that there are always such differences. Find them, then take advantage 
- of each maps natural bonuses. 


TRADE ROUTES 


Trade routes between cities are one of the most underused positive features in Civ II. 
Many players seem to use Trade units only as sources of production for rushing the con- 
struction of Wonders of the World. That’s fine, but they have other, quite profitable 
uses—and the multiple map system only increases their worth. 

Remember that the per turn income and the size of the initial bonus you derive from 
every Trade route is based on several factors, one of which is the distance between the two 
cities involved in the route. A route between cities on different continents gains an extra 
bonus, so why shouldn't cities on entirely different worlds? They do, and it’s worth pursuing 

Hopping between maps can help your Trade units get around obstacles that other 
leaders put in the way. That's covered a little earlier in this chapter. 


MILITARY TACTICS 


Peace is all well and good, but come on, this is a competitive game. Sooner or later 
(sooner, in a multiplayer game), one of the other civilizations is going to take a shot at you 
Whether you're trying to avoid a conflict, already engaged in a war, or preparing to start 
one, you're in for trouble if you dont consider the multiple-map dimension of combat. 


CIRCU MVENTION | 


Just as exploring | units can use other maps as detours around obstacles, so can military 
units. The strongest, best prepared defensive emplacements are useless if the enemy 
- run E them. p the Magn Line?) 


toward. your jective ` You can not only go over, under, and around obstacles; you also 
pun a significant element of surprise : When you're “off map” and out of sight of your 
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"hover over" the area on another map. When it’s in place, ha 
same map as the city, take a look around without moving by settin 
then hop right back to its original position—for ло movement cos 


STAGING POINTS 


Sneaking around on another map is a great way to preserve the element of su 
youre getting ready to attack an objective. Here are just a few tricks you can use 1 
advantage of situations in which уоште taking your opponent unawares. 


Surprise attacks are the obvious tac- 
| tic. Gather all the units you think you 

| need on the staging map and load them 
on transport vessels. Take whatever steps 


them all to the target map on the same 
turn. Then, when you're completely ready, pounce in force. 


Diplomats and Spies are the last thing your enemies want to see in their city radius. 


They'll go out of their way to destroy those units or send them home—if they know 
they're coming. When a diplomatic unit suddenly appears out of nowhere, transporting 
in from another map, your opponent has no chance to interrupt your attempt to reach 
the objective city. 

Instant siege is not only effective, it’s just plain fun. Gather 20 Native Transport 
units on the staging map. Arrange them in the shape of a city radius, leaving only the 
center square empty. (See figure 6-1.) Next turn, move them ail onto the target map at 


the same time. Presto! You've handily circumvented the city’s Zone of Control, and it now 
gets nothing from its land for as long as you can maintain the siege. (Note that if you use 


this in a multiplayer game, expect your victim to seek revenge.) 

Siege of doom is even worse, but it requires a lot more preparation. You need a city 
or Airbase on the staging map, 40 air units (not Helicopter-type) with Native ‘Transport, 
and 20 Native Transport ground units that have higher defense sping: than the air units. 
Remember the “alternating Bombers" blockade? Ouch, __ e 

The complete pillager is a variation on the instant siege. Phe: than setting up a 

о simply drop} your siege radius of units in, pillage 


long-term effort t 


: тапу players ignore those tiny, isolated 


whether it’s an inland sea or not, is a 


B Fic. 6-1. THE SIEGE RADIUS FORMATION — 


you must to make sure you'll be able to get 


peat this цш the city is swept bare of terrain 


cities. When multiple 1 maps are in play, any 


If you can use these tactics 
against someone else, they 
can do it to you too. However, 
there is a way to watch out 
for surprise attacks. Open a 
second view window. (If you 
don't remember how, check 
the manual.) If you focus the 
view in that window on the 
map and the location you 
need to watch, then set it for 
Static View, it stays put and 
acts as a periscope for you. 
Of course, you still only see 
the enemy movement that is 
visible to you-what happens 
near your units, or everything 
if someone has built the 
equivalent of the Apollo 
Program Wonder. You might 
want to station а unit up 


there too. 


ential target for invasion by sea. Take advantage of this situation. Find a sea route to 
the corresponding location on another map, then drop your ship onto the target map an 
let loose the invaders. 


INTERDICTION 


By now, youre probably fully convinced that transport sites and places where Native 
Transport is feasible are valuable real estate. Good. There are some defensive considera- 
tions to mull over, and one of the more important ones is preventing your opponents 
from gaining the same advantages you want for yourself. 

Block inland seas. When multiple maps are in play, any city that adjoins even one 
Ocean square is a potential target for 
invasion by sea. However, that’s only 
true if there is no friendly ship sitting ir 
the sea completely preventing transport 
into that body of water. It doesn’t cost 
too much to keep one puny unit sta- 
tioned next to the city, but it prevents 
potentially expensive invasions. 


Occupy transport sites. If you leav 

| a unit stationed on one end of a transport connection, nothing can come through from 

| the other end except your units. What more do you need to know? 

| Blockade choke-points. Just as you would for any tactically vital isthmus or strait, 
identify the important places where travel between maps can be interrupted by a few 

| strategically placed units. Then put those units there. 


PLAYING HIDE THE PALACE 
- This is perhaps a minor point of strategy, but it's nonetheless quite effective. One of the 
| worst things that can happen i is for one of your opponents to find and. capture your 
empires capital city. If you have access to other maps—especially maps you know your 
. enemies do not (yet) have access to—build . a Palace (or equivalent) in a city there and pi 
_ your capital out of harm's way. 
n this can ut in some unrest and. a general rise in corruption and waste, but 
| sove Police Stations or 


specific to 


T. Ma rt 
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IMPORTANT ADVANCE 
RESEARCH TIPS 


Research is an integral element of every Civilization game. You may be a cot 
monger out to slaughter all who dare stand against you or a peaceful benefactor 
the other civilizations duke it out while you quietly build your spaceship. Either way, 
Advances you research and the order in which you research them are often the decid 
factors between victory and defeat. 


RESEARCH PATH SUGGESTIONS 


There is no one correct way to handle any aspect of a Civilization II game. There is no 
better example of this than navigating your way through the research tree. The needs of 
the moment and the actions of your opponents tend to steer your research efforts. 

The best you can do is develop and follow generalized strategies based on long-term 
goals. However, always be prepared to divert from your chosen path to deal with the 
pressing research needs that crop up. 

Here are a few of our favorite research strategies. 


STARTING OUT ON THE RIGHT FOOT 


The decision of whether to follow a peaceful path or a violent one actually has little 
bearing at the start of the game. Early on, all the tribes are generally spread out, so you 
have a little time on your own. While you could take the militaristic route immediately 
(by researching Bronze Working or Warrior Code), your best bet is to use your “quiet 
time” to better your civilization as a whole. 

Your first research efforts should be aimed at establishing a new form of 
government. Despotism is, by far, the least effective form of government in the game 
(with the exception of Anarchy, of course). If you remain under despotic rule for too 
long, you risk stunting your technological growth, not to mention your prosperity and 
population growth. 

Set your sights on Monarchy; it’s the easiest government to achieve, and you can 
usually get there before your neighbo: start bothering you. The advantages of Monarchy 
as compared to Despotism are discussed in Chapter 3, “Governments.” 


4 NOTE 
The order of research in 
figure 7-1 is important. 
Once you rise above 
Despotism, your citi- 
zens: happiness starts 
to become an issue. 
Plan ahead and have 
City Improvements 
available that help keep 
the people happy. Start 
with Ceremonial Burial 
(when possible) since it 


Fic. 7-1. THE FAST allows you to build 
TRACK TO MonarcHy [Qs 


— Another, more risky route to better government bypasses Monarchy in favor of the 
Republic (see figure 7-2). Going straight from despotic rule to a Republic is more risky in 
terms of population happiness, and it puts a damper on your offensive options if you 
intend to pursue a militaristic strategy. It does wonders for your research and production 
though. Just be sure to research Ceremonial Burial early on so that you can build Temples 
in your cities to keep your people happy. You might also want to pursue Mysticism so 
you can enhance your Temples by building the Oracle. 


Fic. 7-2. THE DIRECT 
PATH TO A REPUBLIC 


The only thing that 


should cause you to 


stray from your quest 
for better government is the presence of overtly hostile оа Бона While this is rare so 
early in the game, it does occasionally happen (especially on the higher difficulty levels). 
When faced with this dilemma, put Monarchy on hold in favor of Bronze Working or 
Warrior Code. Either of these early technologies leads to units that are better suited than 
mere Warriors for defending your cities and smiting your enemies. 


THE RACE FOR INVENTION 


The single most important Advance in the Original Game would have to be Invention. 
Whether you prefera a peaceful or a warlike stance, make it your goal to discover 


FIG. 7-3. THE 
ROAD TO 


Railroad: Allo 
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PEACE ON EARTH 


Despite its resemblance to earlier strategy games, Civilization II is not a war game 
can certainly be played as a war game, but if that's your only strategy every time, уо! 
are really missing out on a lot. In fact, winning with a peaceful strategy is usually more 
challenging than taking a militaristic approach. 

In a peaceful game, your combat units are used primarily for defense. Therefore, 
make your way as quickly as you can to the more lucrative forms of government— 
Republic and Democracy. Just remember that your citizens’ happiness is harder to 
maintain under these systems, so you need to take steps to keep everyone happy. 
Technologically, that means angling toward Advances like Monotheism, which allow you 
to build Improvements and Wonders that appease your populace. 

As discussed earlier, Invention is an important goal regardless of your playing style. ТҮГҮ 
If you manage to build Leonardo’s Workshop, your units will upgrade themselves as you — ОШО 


progress through the research tree. This not only keeps your cities well defended with pes its your 
neighbors whenever 


modern units at all times, it also keeps your military spending to a minimum. ble Besides not 
possible. Besides no 


Your long-term research goal in a peaceful game is Space Flight. If other civilizations attacking anyone or violating 
are trying for the same goal, make sure you get there first (or at least a close second). any treaties, Wonders such as 
Otherwise your opponent is bound to beat you to Alpha Centauri. Take the shortest the Great Wall, the United 
possible path toward Space Flight, sticking to industrial and scientific topics. Ignore Nations, and the Eiffel Tower 
primarily military lines of research unless the game situation forces your hand. Even help T that you are 
following this route, you'll still gain enough advanced military units along the way to well-liked and, for the 


UND : . : most part, left alone by 
defend your civilization against anything but a concentrated, sustained attack. soir appen Tan 


unless you are engaged in 
the game, but a few of the key ones you should shoot for in a peaceful game include: à multiplayer game. Human 


opponents, being far less 
Invention: Allows you to build Leonardo's Workshop and is s the Boone to many predictable than their Al 
advanced technologies. c counterparts, should 
Combustion: A direct prerequisit F never be counted on to 
Er ~_ e leave you alone. 
Space Flight. 


Obviously, you must research many very important Advances in order to complete 


rtant E on ihe way to 


Definitely choose Monarchy 
over Republic early in the 
game if you intend to play 

aggressively. The ni 


might initially improve your 

resource situation, but it 

quickly puts a damper on 

your military actions and 

makes it difficult to appease 

your citizens if you try to 
age all-out war. 


der: A required stop on the way to Space Flight, also very desirable from a unit- 
upgrade standpoint (especially if you have Leonardo's Workshop). 


BAD WILL TOWARD MEN 


Everyone has a unique style of playing Civ II. But in our experience, more players base 
their strategies on eliminating the opposing civilizations rather than on peacefully coexist- 
ing with them. This isn’t necessarily a sign that Civ II players are inherently violent. It's 
just that, generally speaking, it is easier to win the game this way—and sometimes just as 
rewarding. 

When pursuing a more violent course, you can still follow the advice outlined earlier 
in this chapter regarding changes in governments. If you can manage to curb your attack 
instincts long enough, you'll find your civilization in much better shape regarding 
resources if you move quickly to Monarchy before you start launching your offensives. 

As in the peaceful game, go for Invention early. Although it is a big advantage to hav 
Leonardo's Workshop in a peaceful game, it is a huge advantage to have it in an aggressive 
game. The civilization that controls this Wonder generally controls the war, at least 
for a while. 

Since your goal here is to take the world by force, follow a research path that leads 
you to the best possible military units. Figure 7-4 shows the most lucrative path. 


{Сонин | 
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Some of the key Advances to shoot for in a 
Invention: Allows you to build Leonardo Wor 


Fundamentalism: The best form of government for a warmonger. 
Gunpowder: An early step in a long line of powerful military units. 
Combustion: Unlocks the door to the Advances that lead to more specializ 
units (Submarines, Battleships, and Fighters). 

Mobile Warfare: Gives you the ability to build tanks (Armor). 


KEY UNITS 


There are more than 50 different units available throughout the game, but in practice 
you'll probably use only a handful of them. Like every other aspect of Civilization П, unit 
choice is usually a matter of individual preferences and playing styles. Here are some of 


our favorite units from the Original Game, and the reasons we consider them important 
and useful. 


ALPINE TROOPS 


What an attacker! What a defender! What a mover! What a bargain! Alpine 
Troops are arguably one of the most versatile ground units in the game. They 
are equally good on both Attack and Defense, and their enhanced Movement 

— capabilities make them great explorers. Aside from Mech Infantry, Alpine Troops 
are one of the best defenders in the game, and—unlike Mech Infantry—this unit has the 
advantage of not being at the end of a dead-end research path. 


ARCHERS 


The Archer is one of the best early-game units whether you are playing peace- 
fully or aggressively. Both of the other major military units contemporary to 
Archers—Legions and Phalanxes—are too one-dimensional (pure-attack and 


pure-defense, respectively). Archers, on the other hand, are good in both roles. 


mbination of Attack, 
t. Howitzers might be better 
ugh city; however, nothing 


rly defended civiliza- 
xpensive, but they 


CARAVAN/FREIGHT 


Aggressive players often overlook the Caravan and Freight 


units, or build them only when there is a Wonder that needs to 
# | be completed quickly. Nevertheless, an aggressive player (and 

г 7 a peaceful one, for that matter) can benefit greatly from estab- 
lishing Trade routes. This is especially true if you take the time to research the supply and 
demand situation. You can even set up Trade routes with enemy cities. What could be 
better than using money and Science gained through a Trade route with an opponent to 
build up your military might and crush that very opponent? 


DIPLOMAT/SPY 


ЦВ 


target and destroy enemy Improvements, and even incite revolt in an opponents city. 


Never underestimate the advantages of being sneaky and underhanded. 
Diplomats and Spies serve so many useful purposes, yet they often go 
unused. These units can’t destroy a city outright, and they cant engage 


in combat, but they can buy or sabotage enemy units, steal Advances, 


And, despite all their benefits, Diplomats and Spies have no adverse effect on your 
population's happiness. Heck, you even occasionally get away with your acts of 
sabotage and theft without your opponent knowing it was you. What could be better 
than that? 


ENGINEERS 


Engineers are great time savers. They perform all the same tasks as Settlers, but 

in half the time. This includes not only the construction of commonplace ter- 

rain improvements like roads and irrigation, but also the radical transformation 

of terrain from one type to another. For example, whereas it is a three-step 

. process fo : Settler to change a Jungle into Plains, an Engineer can do it in one easy 
transformation. 

If you build Leonardo’s Workshop as soon as you can, all your Settlers are automati- 

« cally upgraded to Engineers when you discover Explosives. Even if you dont manage to 

xuild. the Wonder and get the free upgrade, consider phasing out any existing Settlers by 

ies or b dipande them for Shie then ! replace them with Engineers. 
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Of course, there's a catch. You can only build Fanatics yo 
Fundamentalism. Otherwise, they are unavailable. But if your g 
you shouldn't be opposed to switching over to Fundamentalism. 


HELICOPTER 


Air units are great for bringing armed aggression to opponents ov 
distances. When used in combination with a Carrier, they're even b 
The one drawback, however, is the need for most air units to return t 


7— friendly city or a Carrier at the end of every turn (or every other turn) to 
avoid running out of fuel. 

Thats what makes the Helicopter such a superior choice for airborne firepower. It 
doesnt pack quite the punch of a Bomber or Stealth Bomber, and it doesn't have the 
per-turn range of either unit. However, it does have the ability to stay aloft indefinitely. 
This feature alone makes it our preferred air unit. 


KNIGHTS 


Knights are our Renaissance attack unit of choice. They're not the most 
powerful offensive unit of their time, but their higher Defense and Movement 
values allow them to reach their targets quickly and intact. Even though 

=~ Catapults have a stronger Attack value, they are extremely slow, and they 
seldom survive an enemy attack. Knights are a must for the aggressive player. 


MUSKETEER 


Musketeers stand out from the crowd, not so much because they are inherently 
remarkable, but because they represent a shift in the balance of power when 
one civilization starts using them. 


Perhaps this perception of power is based on the fact that this unit 
announces the use of Gunpowder. Even if the effect is mostly psychological, it isn’t 
entirely unwarranted. At the time of the Musketeer's introd 
most powerful defensive unit availabl, X 
when you replace your city d 
- brand new Musk T 


the game, it is the 


oS 


NUCLEAR MISSILES 
AND PARATROOPERS 


Nuclear Missiles are the most powerful attacking units in 

the game, and they have an extremely long range (even longer 

if you move them from city to city). When they hit an enemy 
ET 7— city, every unit in and immediately around the city is killed. 

But if you CES ia units available to move into the city on that turn, there'll 


just be another defender inside next turn. (This is especially true when going up against 

an AI opponent.) 

| Paratroopers have limited usefulness on their own. They're just as expensive as 
Marines, but less powerful. They can drop into an enemy city from a distance of ten map 
squares, but only if there are no defending units inside. (Can you see where this is going?) 

Use these two units together. You can take over copious numbers of enemy cities by 

first nuking them and then, during your same turn, dropping a Paratrooper into them. 
Poof! Instant hostile takeover. There is no faster way to wipe out a nearby civilization and 
claim it as your own. 


>NOTE 


{Because the A FEW TRICKS 


Fantasy and Sci-Fi The remainder of this chapter is dedicated to some of the best general tips and strategies 
ПАЛАШ we've come across for the Original Game. Because Civ I has been around for a while, 
| ОЕШ Г some of these strategies might be familiar to you. Even so, take a look, just in case theres 
| broad sense-to the a nugget of wisdom in here that you might have missed. 
| Original Game, there 
| 


ELEME WHEN IT COMES TO ADVANCES, 
; that apply universally. FREE IS GOOD 


The standard methods of research are fine, but there has to be a faster way, right? After 
all, did every civilization in the ancient world independently develop the Wheel, 
Metallurgy, Pottery, etc.? Of course not! They copied things from one another. 
You can always have Diplomats or Spies steal the information from your opponent's 
ties. You can also launch an outright attack, take over the city, and select a technology 
turally, the success of these methods depends on whether the civilization you 
оооу ию need. ifi it doe 
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Of course, there are less prov 
getting free technology than stealing 
Instead, you can (sort of) claim the res 
of the public domain. That's what the С 
is all about. Before the discovery of Electricity | Using alternative means of 


it obsolete, control of the Great Library guara s EU Advances is great no 
: matter what your strategy, 
E but it is almost essential if 
fe you are pursuing a warlike 


path. Because you use a lot 
Another Wonder that gets you some research free- of VOUT resources for your 


that, as long as two of your opponents discover som 


thing before you do, you'll get it too. 


bies is Darwin's Voyage. It’s not as prolific as the Great ДЛТ ООЛ 
Library, but building Darwin's Voyage automatically — ШЕ ИШ 
you're governing with 
fundamentalism, the effect is 
even more pronounced.) 


Therefore, if you can qrab 
is itself based on research. The first civilization that Advances for free and wage 


completes the Advance you are currently researching 
and then gives you one more for free. Not a bad deal. 
The final tip for getting a little free research 


discovers Philosophy gets one free Advance. This is war at the same time, it kind 


such a good bonus that interrupting your rush toward ТАДА 
Invention is not only justified, it is encouraged. 


IF THE GOVERNMENT ISN’T МЕТ 
WORKING, START A REVOLUTION variations on the 


revolution strategy 
work well in other 
situations. For instance, 
you may be pursuing a 
warlike strategy under 
Fundamentalism, and 
you experience a lull in 
the combat. Switch over 
to another form of 
government for a while 


As a general rule, don’t go changing government types pell-mell throughout the game. 
You should select the ruling system that works best for your style of play and stick with 
it. (You can use the information provided in Chapter 3, “Governments,” to help you 
make an educated choice.) That's the most effective way to play. 

But what happens when things dont go according to plan? What happens when an 
ally attacks your nice, peaceful Democracy, and your thickheaded Senate wont let you 
fight back? You change governments. Assuming that you don't have the Statue of Liberty, 
a Revolution drops your civilization i into a brief period of Anarchy. During this time, you 
can initiate hostile actio ressive neighbors without interference. When 
vogue type, simply pick Democracy and log some research 


of tosperity, and you can continue your time without the 50 % 
penalty inflicted by 


Fundamentalism. Just 
switch back when things | 
start heating up again. 


you are неко th 


_ BEST IF USED BY ... 


Many of the Wonders of the World are extremely powerful and valuable, and it's easy to 
become dependent on them. Just remember that the effects of some Wonders have expira- 
tion dates. To maximize its effectiveness, it pays to know the Advance that makes a 
Wonder obsolete. Armed with this information, you can—and should—manipulate your 
research to maximize the Wonder's effects. Sure, one of your opponents could research the 
Expiration Advance first and mess up your plan, but at least you can avoid making your 


own Wonders obsolete. 


This is particularly important when it comes to Wonders like the Great Library and Leonardo's Workshop. Both of these pro- 
vide you with significant benefits (free Advances and free unit upgrades respectively) and they go on doing so as long as the 
- | don't expire. If you control these Wonders, hold off on researching the Advances that make them expire (Electricity in the case 
f the Great Library and Mobile Warfare in the case of Leonardo's Workshop) as long as possible so you can milk them for all 
they're worth. 
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For years, Civilization fans have b 
leaves off—to undertake the. а 
back on Earth. The Extende е 
recommendations and ці a 

The Extended Game 'hat mean 
that whatever strategy wi Mt 


s 


^ r through the 
first portion of the Extet ce- 
ship, however, things ch i 


this chapter, it 

is assumed that you've 
=) chosen to have aliens 
=| waiting for you when 

a) you reach Centaurus. 
Except in multiplayer 
games, playing without 
aliens turns the game 
into a traditional 
Civilization game, with 
twice as much territory 
to conquer and several 
additional advanced 
technologies and cool 
units. There's nothing 
wrong with that, but if 
you play that way, you 
don t need any new 
strategies. The old ones 
work just fine. 


Long before you begin 
building your spaceship, you 
| an start keeping an eye on 
the Centaurans. In the 
Extended Game, give higher 
3! priority to the Marco Polo's 
Embassy and United Nations 
Wonders than you normally 
would. Both of these, by 
giving you an embassy with 


ESI every other civilization in 
| existence including the 
| aliens-allow you to spy on 

| your future adversaries. 


PREPARING FOR 
CENTAURUS 


One thing hasn't changed; as soon as you launch 
your spaceship, all the AI civilizations start acting 
like they have it in for you. Experienced players 
already have a strategy for countering this reaction. 
Some of the same tactics that help safeguard your 
empire while you're waiting for your ship to arrive also serve you well in preparing for 


the invasion of Centaurus. 


THINK BEFORE YOU 
LAUNCH 


When the time comes to build a spaceship, think 
ahead to what's going to happen when it lands. 
Whoever owns the ship that reaches its destination 
first gains exclusive first access to a whole new line of 
= research. Be first. 

Next, be wary. The new technologies include 
Advances that make several Wonders of the World expire. If one of these is a Wonder you 
rely on, make sure to prepare for its demise. On the other hand, if one of your opponent: 
owns one of these Wonders, all the better. 

Prepare for the size of your colonization force. To better your chances of success on 
Centaurus, build the largest possible spaceship. Engines and speed are no more importan 
than in the Original Game (remember, though, that the research advantage depends on 
you getting there first). However, the more functional Habitation Modules you pack in, 
the better. The number of Colonists and Marines you have to establish your beachhead is 
based on the population of your spaceship. You want all the units you can get. 


Only odd numbers matter for gaining units on Centaurus 
when building more Habitation Modules. The game add 

units at one, three, five, and seven modules. The secon 
fourth, and sixth Habitation are just stepping stones, a 

the eighth adds to nothing but your score. 
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A STATE OF READINESS 
If youre capable of building and launching a spaceship, then defend 
against the inevitable AI onslaught, you've probably already completec 
following suggestions. Nevertheless, it can’t hurt to read them; Centaurus | 
of surprises for you. 
* While you've been busy on Earth, the alien empire has been growing unopposed 
its world. Prepare for a tough fight. Build up a strong treasury so when you land 
establish your first city, you can buy a few staunch defensive units to protect it. 
Mechanized Infantry and Marines are your best bets. 
* Wise generals do not wage war on two fronts. Assume that you'll be making war for a 
while on Centaurus, so you don’t want a conflict back on Earth draining your resources. 
If at all possible, eliminate or pacify the other nations of Earth, especially those least likely 
to leave you alone to establish yourself on the new world. 

* Unless you're on Future Tech, keep up your research efforts. Some of the later Advances 
have prerequisites in the normal tree, so you need to at least discover Genetic 
Engineering, Robotics, and Fusion Power. There is ло reason to go into Future Tech; it 
just raises the cost of future Advances. Each new Advance costs more Science than the 
previous one. Therefore, the further you delve into Future Tech (for the score), the harder 
you must try to get the new Advances that become available after you reach Centaurus. 
Pare down your research as much as possible, but don't get rid of those City 
Improvements; you'll need them later. 

* Keep your production base and defenses strong. You're about to wage war against an 
entire world (and the aliens can eventually send units to Earth). Do you really need to be 
convinced of this one? 

* Dont expect to rely on Nuclear Missiles. On Earth, you can certainly continue 

to use nukes for both defensive and offensive purposes. Centaurus, however, is one giant 
nuclear-free zone. If your invasion plan depends on the use of Nuclear Missiles, you need 
a new plan. 


Now THAT YOU $ HERE 


forts to continue for more 


ities take a beating. Fortify every one with the best defensive units 
provide—at least two or three per city. Build Improvements to enhance your 

f s is what your giant treasury is for; dont hesitate to spend on defense. (At 
first, you wont need SDI Defense because there are no nuclear weapons on Centaurus. 
However, military research eventually finds a way around this limitation.) 

* You wisely mapped the planet from orbit before landing, so exploration is less of a pri- 
ority than it was on Earth. Rather than sending out units just to scout around, you 

can wait until you've built up a significant force of Armor, Cruisers, and Stealth Fighters 
before you set out to expand your new domain. Don't waste your troops. Go out in 
numbers and be prepared to face hordes of tough alien units. 

* Arrange to supply yourself with reinforcements from Earth. As always, Science is 

your salvation. Even though advanced research can make a few of your existing Wonders 
and units obsolete, it’s as vital as ever once you've landed on Centaurus. Science proceeds 
pretty slowly at this point, unless you've really beefed up your research program back on 
Earth, but it’s worth it. Get to the newer, tougher units. There are no extra Wonders of 

| the World, but the one new City Improvement is well worth it. Quantum Teleportation 
lets you build the Starport, allowing each of your cities on the new world to import a uni 
| from Earth every turn. 

* Don’t get careless back home. You have “invaded” Centaurus, and its residents 

will gladly return the favor if they can. Don't be surprised when they start building 
portals and dropping in on your cities back home. Defend your Earthly empire as dili- 

| gently as you do your Centauran beachhead, and maybe even more so. With luck, the 
attack some of your more annoying neighbors, instead of 


which one you'll encounter. This is decided for you at the start of the g 
tional differences between them are pretty straightforward, so we won't sp 


time on them. 


Bien though their expansionist tendencies guide them to build many small, poorly de 
oped cities, in the hundreds of turns they've been alone on Centaurus, they ve had time to 
build up some city infrastructure despite themselves. The good news is that their cities on 
Earth, if they manage to establish any, won't become substantial production centers very 
quickly. The “militaristic” characteristic means that they have spent their research in pur- 
suit of weapons. Dont be surprised if the Gazpichi greet you with Armor, Howitzers, 
Bombers, and even Spies. If you've followed the advice earlier in this chapter, you should 
be ready for the Gazpichi. That was the point—to prepare you for the worst. 

The Brr'il are, like the Gazpichi, unlike any tribe previously defined in Civilization 
II—they're balanced across the board. This means they're less predictable than the other 
two alien tribes, but not necessarily tougher to outmatch. Like most careful players, the 
Brr'il have spent the game balancing military needs against social ones, happiness against 
maximizing output, and so on. Therefore, depending on the mix of terrain they were 
dealt, they might meet you with a formidable production infrastructure (i.e., massive 
war-making machinery) in place, or they might offer you a peace treaty the moment you 
discover Ultrastring Theory. Whatever the case, the Brrtil are rarely, if ever, as prepared 
for war as the Gazpichi. If you're ready for them, you'll have no trouble with the Brrtil. 

The Treg is the tribe you're most likely to be able to make peace with, and that might 
not be a bad idea. They're defined as “rational, perfectionist, and civilized” —just like the 
Babylonians. What you don't want, unless you're а good Civilization player, is to get into 
a protracted war or a research race with them. Perfectionist tribes tend to have their cities 
well set up for long-term efforts. In addition, their research into non- military avenues 
gives them access to the high-end, high-output governments, The Treg dont mermally 
have much chance against a clever player, but rememb , unlike hey ve e been 


developing unmolested since. 


с itional fone units that you do. 


units the aliens can’t build. 


* Alpine Troops * Knights 


* Archers * Legion 

* Cavalry * Marines 

* Chariot * Musketeers 

* Crusaders * Nuclear Missile 

* Diplomat * Paratroopers 

* Dragoons * Phalanx 

* Elephant * Pikemen s 
* Explorer * Riflemen 

* Horsemen * Warriors 
CHON-EE 


This is the Centauran version of the Warrior unit. It’s as tough defensively as 
the venerable Mechanized Infantry, and the Chon-ee is available from the 
beginning of the game (4000 B.C.). Therefore, the alien cities are bound to 
be crawling with these by the time you get there. 

The good news is that Chon-ee can’t move. That makes their Attack value of 6 moot, 
If you ever run into one of these in open terrain (unlikely), just go around it; it cant 
attack. However, you'd be well advised to prepare any attack on an alien city well in 
í \ f power to the Chon-ee out. You could also wait until you 
and buy alien cities. You could even wait until you can build 


However, they 
unless they steal 


lete when the aliens discover Telka Su 
get to that advance, so it might be a v 


1 by the Sulka. (It's a good 
This essentially defensive 
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ONGSHAWK 


uv 


cities, assuming you've reinforced them Орой 


DENSHUK 


This is yet another unit the aliens can build from the dawn of time. At 
5a/3d and 2/16 it’s the roving attack unit. Denshuk don't move very 
quickly, so you wont have much trouble battering them with almost any 
modern unit. The problem, as seems endemic on Centaurus, is that there 
are quite a few of these wandering around when humans finally reach the planet. 

Trying to colonize Centaurus is often a matter of tenacity—just keep pounding away, 
and you'll gain ground inch by inch. 


WUK TURR 


This unit becomes available at the same time as the Denshuk, has higher 
stats, and moves faster. So why would anyone ever build the other unit? 
Who knows. File it under "stupid AI tricks." 

The Wuk Turr is tougher and faster than the Denshuk, and it's more 
common. Therefore, you want your cities well defended from the start of your visit to 
Centaurus. Wuk Turr don’t go down as easily as Denshuk, but they will beat themselves 
to death against your cities, just like any other AI forces. Let them. Don’t waste your valu- 


able attack units on these unless you're protecting a city whose other defenders have 
already been eliminated. 


HONATA 


When the unimpressive Honata disappears, it's replaced by the more 

M respectable Pronat. Though it’s on par with the typical naval unit of the 
| modern age, the Pronat cant hold its own against the big boys that are 
available this late in the game—the Liwyathan and Benthon. 


JIRAKI 


am] Though these units are available from the very start of the game, there aren't 
| Many reasons for the Centaurans to build them. Yes, they're cheap to produce 
l| but they're also weaker than anything else so far. They're probably useful early 
on, when the aliens havent yet built up much in the way of infrastructure. 
Dont expect to see too many of these. By the time you reach Centaurus, a smart AI 
will have replaced them all with something more alarming. 


Hov GROOT 


Speaking of something more alarming, this unit pops up when the Jiraki 
becomes obsolete (at the discovery of Boht Comaree). The Hoy Groot is 
nastier than any non-missile unit in the Original Game, and it's on par 

3 with most of the top units in the extension too. 

The bottom line on this unit is to keep your own research effort going. If you do, 
you should have developed advanced units of your own (Cyborgs, perhaps) that can stanc 
up against the Hoy Groot. Don’ let your Science lag. 


threat posed by 
to Earth. That: 
it's built. 


‘that they can build transporters fro 


trastring Theory 


"We affirm this treaty of eternal 
friendship and goodwill between the 
people of the Gazpichi and Roman 
civilizations. We shall withdraw our 
forces from your ишу at once." 


to start trouble sooner or later. 
have a whole planet to spread out on throughout the game, so the chances of your 
Supreme Power and Spotless Reputation impressing them are pretty slim. 

You cant reach the Advance needed to accomplish a research win without someone 
sending a successful spaceship to Alpha Centauri. The landing is sure to result in a war- 
like incident of some sort, even if it's not you that invades Centaurus. 

Even if no war erupts from the initial landing, the Centaurans are going to discover, 
trade for, or steal Ultrastring Theory eventually. Then they'll start building their transport 
sites and invade Earth. That's bound to tick somebody off. 

The answer, unless you take great pains to pacify the aliens, is “No, peace is not possible.” 


THE ADVANCED ADVANCES 


Winning the Extended Game through research is usually much easier than trying to 
defeat the Centaurans. Even though discovering Advances takes longer and longer as the 
game goes on, there are lots of ways to increase your civilization’s overall Science output. 
A war for an entire planet takes plenty of time, after all. Your best shot at success might 
be the race for Transcendence. 


Ете You run into trouble, however, if 


youre not the first to reach Alpha 
Centauri with your spaceship. The 
Ultrastring Theory Advance is the key 
to everything that's not on the original 
tech tree—all the yellow boxes on the 
poster—and it's given out as a result of 
a successful landing. Everyone else can 

НАГ HOE STN RACE d m ta б ntually research it (or steal it or trade 


for it), but the winner in the interstellar 


you get it first, protect it for as 


out and get it any way you can. 


research-adding Wonder, the SETI 


G 


From Ultrastring Theory grows a short list of “advanced” Advances. The high end of 
the tech tree isn’t too complex. If you're heading for the research win, the fastest route is 
to skip Teratogeny; everything else is required. Of course, Teratogeny provides three pretty 
spiffy units—trade-offs again. 

If what you're after are the heavy-duty war machines, Robotic Warfare and 
Teratogeny should be your early goals. If your strategy depends heavily on units that can 
move between the worlds without transport sites, however, Quantum Transport and 
Reality Engineering are more valuable. The bottom line, though, is that there arent that 
many to choose from. If you get to the end of the tree, but you dont want to win by 
research, that's fine. You always have Future Technology available if, for any reason, you 
want to slow your own research down. 

Unfortunately, several of the Wonders of the World that never expired in the Origina 
Game do now, some as soon as you reach the new world. Be prepared for this and, if one 
of your opponents owns an expiring Wonder, take advantage of the situation if you can 
(or at least gloat a little). Table 8-1 lists the Wonders in question and the Advances that 
cause their effects to expire. 


ADVANCED WONDER EXPIRATION 
TABLE 8-1. ADDITIONAL WONDER EXPIRATIONS 


WONDER EXPIRATION ADVANCE 
COPERNICUS HYPERENTROPICS 

EIFFEL TOWER ROBOTIC WARFARE 
MICHELANGELO ULTRASTRING THEORY 
NEWTON REALITY ENGINEERING 
SETI ULTRASTRING THEORY 
UNITED NATIONS TERATOGENY 


A number of the previously permanent units also become obsolete up the tree. Неге 
a guide to the forces you cant build once you get there. 


ADVANCED UNIT OBSOLESCENCE 

TABLE 8-2. UNITS MADE OBSOLETE BY NEW ADVANCES 
UNIT EXPIRATION ADVANCE 

ALPINE TROOPS ROBOTIC WARFARE 

ARMOR HYPERENTROPICS 

CRUISE MISSILE HYPERENTROPICS 


DESTROYER ROBOTIC WARFARE 


ENGINEERS QUANTUM TRANSPORT 
HELICOPTER ... ROBOTIC WARFARE 
HOWITZER REALITY ENGINEERING 
MARINES . 5 = TICS coe 
MECH INFANTRY __ === ENGINEERING _ 
NUCLEAR MISSILE — — — MHYPERENIROPICS — — 
- PARATROOPERS cce : ETICS 

IFLEMEN. 
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DESIGN NOTES ON 
EXTRA UNITS 


"s 


T 


already have. Rather, this little section just offers some quick tidbits—a little co 
on each unit from the guy who designed them all. There are some strategies to 
just not always the focus of the discussion. 


COLONIST 


_ | There's not much to say about this one. It's the third generation Settler— 
tougher than the Engineer, available only to the human tribes, and able to 
] build QT Portals between Earth and Centaurus. The portals themselves are 
extremely important, but the unit itself isn’t anything you don't already 
know how to use to your advantage. 


RA-MARU 


When it becomes available, RA-MARU is the toughest ground unit 
around—at a decent cost too. The ground monster unit (the Spithre) has 
slightly better stats and costs less, but the RA-MARU’s Defense bonuses and 
range of detection (it sees two squares) make up for the numbers. Not to 
mention, it’s disbandable and immune to bribes, both of which the Spithre isn’t. 
Because of its lower cost, you're likely to use the RA-MARU even after you've devel- 
oped more powerful ground units. In most situations (when teleporting isn't necessary), 


I'd rather have two of these than one Plasman or Entrix for the same cost. 


WAR Doc 


This unit is exactly what it looks like—a rip-off of another unit. When I 
saw the art for the Havoc unit in the ci-Fi Game, I liked i it so йш that I 
| wanted to use it in more tha ce 


isa fast-mo 


to fire its missile attack. 
units Movement 


allo апо every member of the pack can normally reach a victim in the same turn. 
Depending on the size and current strength of the pack, that can add up to a devastating 
attack. They're not the best against well-defended cities though. For those, wait for the 
Teleporter or some other wall-ignoring beast. 


KESTREL 


Okay, this “advanced” unit isn’t even as powerful on the attack as a Stealth 
Bomber. However, it’s the lack of necessity for refueling that makes the 
Kestrel valuable. If you've read the rest of this book, you already know about 
the “alternating bombers over a fortress stocked with units” strategy for 
blocking access through choke-points in the terrain. With this air unit in hand, you 
neednt alternate anything, just position the Kestrel and leave it there—no refueling and 


no turn-by-turn damage. 

The Kestrel is also a nice alternative to the more expensive (but also more powerful) 
Drakon unit. In general, two units are better than one, even if the one is slightly tougher 
(and you can almost build two Kestrels for each Drakon). 


BENTHON 


This one’s tougher to kill and not as expensive as a Battleship, but it’s also 

not as hard hitting. It moves faster too, and it has the AEGIS Cruiser’s 

advantage against air units. The Benthon straddles the middle ground 
pital ship and heavy Cruiser. 


lies in the fact that you cannot airlift naval 


PRIMA'S OFFICIAL S 


Some of you may recognize that “Liwyathan” is one of th 
from the Hebrew) of the name we now spell *Leviathan" —a po 
ever was one. With all the religious connotations of the name, I co 
this unit support-free for Fundamentalist governments. 


SPITHRE 


Monster spiders are neat. (For those of you who care, “spithre” is 


English word for "spinner"—imagine the size of the webs.) This one 
than, and almost as powerful as, the RA-MARU giant robot. It’s significar 
cheaper to build, too. I use lots of these when I play, just because I love th 
animation for the unit. (Okay, that's not much of a reason, but it's true.) 


If you're a player who depends on Fundamentalism as your government of choice 
during war (a smart move), use the Spithre as your primary ground units, rather than the 
RA-MARU or some of the more advanced units. The Spithre is support-free under that 
government. 


DRAKON 


This is where the nature versus technology debate heats up. Everybody 
seems to like dragons (as long as they're on your side), but why spend 

130 production hatching and nurturing this 16a/7d/3h/3f unit when for a 
mere 80, you can get a 10a/5d/3h/2f Kestrel flying war machine? Good 
question, and there’s no good answer. 

The Drakon is significantly more powerful in combat than the Kestrel, but the 
Kestrel can see two spaces and spot subs. You also can’t disband the Drakon, which can 
be annoying at times. The bottom line is that each unit appeals to different players, based 
on their strategies—and whether they prefer to smash their enemies with natural or 
metallic monsters. 


TELEPORTER 


| This unit is a bargain on 


the Entrix—and even 

orter is something you want - 
bigger numbers, but this 

iat the whole point? 


] This unit replaces Marines—it hits like a Battleship, moves like a War Dog, 
and can attack from onboard a ship like Marines. It's hard to kill, even from 
the air. It also costs a fair amount to build. Until you get to some of the late 
units, like Magog, the Entrix, and the Plasman, the Cyborg is the best city 

defender. If you've still got hordes of Centaurans raining down on your colony cities, it's 


worth the price. 


PLASMAN 


"EH If you like the Teleporter, you'll love the Plasman. Its price is high, but look а 
that Firepower. For twice the cost of the Teleporter, you get 14a/9d with 
4h/5f and, otherwise, the same abilities. It's worth the investment if you're 
planning on a conquest victory, or if your opponents are slamming you with 
Teleporters. Otherwise, it seems too much for too little. 


ENTRIX 


By the time you get access to this unit, you're so close to the research win tha 
you might not even bother to build one. The Entrix is expensive. Yes, a 
16a/10d ground unit with that long list of special abilities would be a great 
thing to have. It both ignores Zones of Control and City Walls and has 
Native Transport, but so does the cheaper Teleporter. The Entrix has big numbers, but it 
moves slowly. Чо t to like а unit that can cause an earthquake (or Centaurquake) 


By the time you 
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XAOS MISSILE 


Nuclear Missiles don’t work on Centaurus. It’s not that I 


Civilizaton—l use them all the time. It's just that you've go 
ble to get to Centaurus and go head to head against the aliens 


have city-busters in your arsenal, where's the challenge in that? 

Having taken the nukes away, naturally I had to give them back at some p 
the thought behind the Xaos Missile. If you havent gained a decisive advantage 
Centaurans by the time you get this far in the tech tree, you probably need some big 
bombs just to keep your head above water. 

Toss them around like confetti. Who cares if Global Warming hits Centaurus? It's not 
like the majority of your cities are up there, is it? In fact, intentionally causing Global 
Warming is a great way to strike a massive blow against the aliens. 


DREADNOUGHT 


_ | For those of you who dont care for dragons, meet the dragonslayer of the 
future. This is the coolest of the Fighter-type air units. Though it’s more 
expensive than a Drakon, it has a few advantages. For example, the 


Dreadnought can move at will between planets. That’s a great way to avoid a 
fight if you're damaged, and also a good way to sneak up on a unit that doesn’t see two 
spaces (which the Drakon does not). Four or five Dreadnoughts, used right, can wipe up 
Centaurus all by themselves. 


EIGHTBALL 


I originally had some sort of really futuristic, destructive-sounding name in 


mind for this unit, but I can't even remember what it was now. Right from 
the start, all the testers, and even the artist who rendered the animations, 


called it the “Eightball,” and it just stuck. 


The idea for this unit started out as a ground-based version of the Cruise Missile. 
However the high cost, combined with having it be a one-shot, ended up making i it very 


n an empire’s insufficiently 


The Science Fiction Game takes place in the setting of a system of planets orbiting the 
star Lalande 21185. Though it's based on the traditional Civ J structure, there are some 
rather significant differences. Among these are the inclusion of four habitable worlds, a 
radically rearranged technology tree, a completely new set of units, and a number of spe- 


cial events that are triggered by certain discoveries and actions. The seven civilizations 
have been split into two separate species who cannot communicate with one another (at 
first), and there are still a few relics running around that the previous inhabitants of the 
system left behind. 

Naturally, many of the strategies that work in the Original Game still work just as 
well in this one, once you know all the original building blocks’ Lalandian equivalents. A 
Granary works as a Granary even if you call it a Hydroponic Reserve. However, the tim- 
ing of things can be quite different, and that changes some previously successful strate- 
gies. The Great Wall/All-Field Wonder, for example, has a much different use when it 
becomes available only late in the game. 

This chapter lays out some of the more important contrasts and explains how you 
can benefit from some of them—and what to watch out for. 
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HUMAN OR NON-HU 


Before the game even begins, you must make a strategic decision. Shot 
human or a non-human tribe? The choice, of course, is primarily based on м 
think will be more fun. Sooner or later, you'll end up playing both anyway. 
choose a tribe, you should know what you're getting yourself into. 


You've surely looked over the poster and noticed that some Advances are not av 
EXIIT т 


Сайге Star Officers _ Enclave Thats a symptom of the pri- 


Ellecor Ponn Jahr Selephon mary and most important differ- 


True Colony Funesti Liberests : 
Г ence between the two tribes; 


Vallan He 5 
there are limitations on the 


Clerisy Seekers 
lihibati Det Pin 
Engineers Uridians Observer: Improvements, and even the 


Advances, units, City 


Wonders each species can have. 


HUMANS ONLY 


The human tribes in the game have access to a number of things that the non-humans do 


not, but the converse is also true. Many of these differences are not particularly impor- 
tant, but some have a noticeable effect on your empire’s potential progress and the strate- 
gies you must use to succeed. 


* Corsairs are super exploration units. They ignore Zones of Control and move faster 
than most early units. 

* Skipjacks are better and tougher sea units than the primitive Yare. They don't need to 
stay near land. 

e R.A.T's can survive on the orbital platforms, and they're fairly tough for such an 


early unit. 


* Transceratops are a bit under-powered considering how late in the game they 
normally appear, but they're still decent units if used in a Catapult-like role. 

* MILQUETOAST genera Veteran units in all cities. This one is a big 
advantage. 


* The Psi-brator is also 
non-human tri 


* Xenocides move quickly, ignore Zones of Control, and (oddly enough) can survive on 
Нитапѕ а150 che third map (Naumachia). They're good explorers and tougher than the Corsair. 

ПШ «ШШ • Living Wage is mighty handy for keeping the population quiet and happy. 

| the Artificial Gravity * Adaptive Eugenics gives an extra advance, but since you have to research one to get 


ТООТАЙ one, it doesnt really seem like such a big advantage after all. 
Generator and In conclusion, the human tribes 


Kineticore. This is "TZ: The Golden Age of Humanics has have an easier ame exploring Funestis. 

normally only a minor АЛО TTE CUR ЕС МТИ Their first happiness Improvement 

advantage, however, Great Imperial thinkers plumb the (Hologaming Arcade/Cathedral) is 
essential underpinnings of human more powerful than that of the non- 


see the non-humans nature, setting the stage for h "Tempi : 
can easily gain іппотегаЫе опуага зіліаес іп а аггаз humans (Orrery/Temple), but it costs 


the Advance. of human living. more and comes a bit later in the 
was research tree. The biggest advantages 
come from the Wonders that are 


human exclusives, but these can be balanced out by a clever non-human leader. 


EXCLUSIVELY NON-HUMAN 


| Just like the human tribes, the non-humans have certain advantages that, no matter how 
| you look at it, can be overcome and dealt with by a clever human ruler. The similarities 
outweigh the differences, but let's take a look at the latter, anyway. 


* Orrery is an early happiness Improvement, but not a powerful one. 
* [xion is a silly little unit, but it moves fast and hits hard for such an early development. 
* Roscoe’s Circus is a powerful 
happiness Wonder, and it's 
available extremely early in 

the game. 

€ ; * Kelpie is the first submarine 
sea unit; it gives its owner something of an advantage—but that advantage is limited to 
the seas of Funestis. 

* Homicide is not quite as good an explorer as the 
Xenocide, but to balance, it's tougher. 

* Feephi is like a Cannon, slow and easy to ier 
but not something = 
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* Taniq Planetarium is another happiness Wonder. 
* The Great Joining is the non-humans’ biggest advantage; only 


“Fundamentalists.” 


no support to a Great Joining government—good units to have around. 
* Xenosabe Concourse gives the non-humans a distinct advantage in the late | 


an embassy and a forced peace with everyone counts for a lot. 

* Grume is a big bad killing machine, but it’s slow and easily destroyed. 
e Plasm is the non-human counterpart to the Ur-Titan. Like that unit, it’s a monster, 
it comes into play pretty late in the game. 


То summarize, the non-humans have Fundamentalism and the United 
Nations, and the humans don't. There are certainly happiness advantages to playing 


the non-humans as well. To balance these out, a human leader must make good use of 
the MILQUETOAST (Sun Tzu’s War Academy) Wonder and the early Explorer units 


to gain a lead that is insurmountable even by a determined Fundamentalism junkie. 


PLANETS AND PLATFORMS 


Exploring and colonizing the orbiting platforms, the rocky planet, and the ancient 
platforms on the Gas Giant is key to success in Lalande. Not only does this give you 
bases from which to launch surprise attacks (among other multimap tactics; see 
Chapter 6, “Using Multiple Maps to Your Advantage,” for more), but it also makes 
your cities much more difficult to track down and eliminate. Each of the new maps 
has strengths and weaknesses. Depending on your needs, the strengths normally far 
outweigh the weaknesses. 

* Orbit, which you can reach earliest with the Annulus, Interceptors, and Shuttles, plus 
the SSTO Pad transport site, is a superb source of Data. Also, cities built in the correct 
locations have great Science rates. The platforms are strategically important, too, as you 
can move units to a location above your пена without being noticed, then teleport 
down for a surprise attack. 


the primary reason for establishing bases on this planet is to hunt and defeat the elusive 
Dondasch. Unlike the other HaGibborim guardians, this ground-based unit does not 
have Native Teleport ability and, therefore, never appears on the other worlds. 


IMPORTANT ADVANCES 


Science is king in Civilization games, so it's obviously important in the Lalande game. 
That does not mean, however, that all Advances are equally valuable. For example, 
Invention and Railroads are more important discoveries than Genetic Engineering. 

Part of an Advance’s importance stems from what it makes possible—units, 
Improvements, new orders, etc.—but the value you place on any Advance is also strongly 
| affected by when it becomes available. If Invention were at the end of the tech tree with 
Genetic Engineering, the latter would probably seem more attractive. After all, who needs 
| Leonardo Workshop when there arent any more advanced units to come? 
| In the Science Fiction Game, almost every Advance has its importance, and each 
| players style determines which Advance is most vital to that player. Still, there are some 
that we strongly suggest you place priority on, because they provide advantages that are 
hard to get along without—and which you certainly don’t want your opponents gaining. 


RE EE CUT та tn coc utat DUNT 


Oddly enough, t SPUR | THE RICH ROAD TO 


Advance in the Sci-Fi Game 


that has no value at all. | SPACE FLIGHT 


Primitive Weapons not only | Without a doubt, making Space Flight the goal 
gives you no unit, | 


Improvement, Wonder, or т. EN | 
dade ea handsomely. The prerequisites you pick up on 
new order, it also is not à А рсете you p P 


prerequisite for anything, == EC aa a the way are some of the most valuable Advances 

Don't bother with it. in the early game, and all of them are available to 

bodi human and non-human tribes. However, if you dort make a couple of side trips 

on the way, you get there still under Despotism and without any happiness 
Improvements in place. 


of your first burst of research efforts pays off 


Let's take the journey one Advance at 
а time so we can cover the reasons we like 


each one so much. 
* Aerology is first. You need all of the four 
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7 m t] 
* Adaptive Farming lets you build the Algae Farm Improvement, 
supply Food to your cities. Start on this Improvement just to get the 
Some more vital Improvements are on the way. [d 


* Craftsmanship allows the Sir Arthur’s Stone Wonder, but it’s still too ea 
ing Wonders. 


e Primitive Machinery becomes possible when you have both Craftsmanship : 
Adaptive Farming. This Advance makes it possible to build Workshops (Factories). 
which greatly enhance your productivity. Considering how Materiel-poor Funestis « 
be, plus the fact that pollution is not a factor this early, there's no reason not to bul 
bunch of these. 

* Code of Trust is just a prerequisite for Trade Guilds. If you can get this through trade ps we mentioned 
or theft, that's better than spending Science on it. pedient Hiera 
* Trade Guilds lets you build Guild Libraries (Marketplaces), which add nicely to a e equivalent o 
citys income (to help pay for all those Workshops). ond р 
e Lab Instruments makes the Laboratory (Library) Improvement possible. Anything that ШШ. 
improves your Science is good. because it siq 

* Flood Prediction is the second prerequisite for E-M Repulsion. (Lab Instruments is the ЙМ р 
first.) If you сап get this through trade or theft, that's better than spending Science on it. IM T 

It lets you build roads over rivers. 

* E-M Repulsion finally brings you a new unit, the Repeller. This Advance also allows 
you to build City Shields and Force Fields (Fortresses). 

* Market Economy introduces the first Trade unit, the Arraber, and lets you build the 


a "NOTE 


chance for a profitable 
side trip, if you're 
playing as a human 
tribe. Radioplastics 


Harbor Town Improvement. Start piling up Arrabers; you'll want them soon. 

* Electronic Brains gives you access to the Fleck’s Genesis Wonder, which gives you two 
free Advances. Absolutely go for it; use those Arrabers. By the time you're almost finished, 
you'll be in a very nice group of Advances. ; 
* Citizens Compact provides the Justice Network, without which your cities cannot gives you the RAT 
grow beyond size 7. If you've been managing your cities right, this should come none unit, which is a fairly 


too soon. strong one at this point. 


* Free Expression is a prerequisite for both Flying Machines and Wireless 

Networks. It's very important, but if you can ga this without spending S Seignor on it, 
that’s even better. 
e Flying Machines is the | 
This gives you the p: 


: step before Space. Flight, b ы it’s ае in its own right. 
lus Bomber-type unit. This early, nothing on the face of 
r nulus c. can also make short trips onto the 


ul tor $5 unit, which is capable 
ша SSTO Pads. These are the transport sites that 
can survive in qa that is) access to the second 


SÉ ^4 Here's another 


After you have Space Flight in hand, go immediately to Wireless Networks (if you 
havent gained it somehow along the way) so that you can research VTOL. This is 

the real goal of heading toward Space Flight. VTOL allows you to build а Shuttle, 

which you should do immediately. The first civilization to build a Shuttle gets the first 
of the event-controlled Advances for free. Everyone else has to spend resources to discover 
it themselves. Also, don’t underestimate the value of the Acrolectic Solenoid, which 
VTOL also lets you build. This handy Wonder functions like the Great Library in the 
Original Game, which should result in you getting (for free) most of those Advances you 
ignored in your mad rush for Spacecraft. 


The moment you have both 


p —— VTOL and Plasma Chamber in place, 
On a test flight of the new Shuttle, explorers in orbit 
| 
| 
| 


| around Funestis have stumbled onto an ancient YOU can po for Plasma Engines, which 


| апїїас! оїїттеазигабЬе тїїйагу їтропапсе. Тһе supplies the nasty Hammer unit. 
| reports describe a compact plasma containment unit. Frictionless Surfaces should be the 
The original use of this device remains unknown, but it j 

shows great promise as an ammunition chamber for next Advance on your list. It's the 


plasma wedpons of ali types. equivalent of Railroads, and any 


| 
| ia 
| 


EE m sl experienced Civilization player knows 


how valuable they are. 


REACHING MAPS AND FREE 
ADVANCES 


Getting to the other maps (planets, worlds) is strategically valuable. It's possible—though 
highly unlikely—to win the game without ever leaving Funestis, but it's a lot easier and 
more interesting to spread across the entire planetary system. Table 9-1 lists the Advances 
that first give you units capable of reaching the “next” map. 


DVANCING TO MAPS 
TABLE 9-1. ADVANCES NECESSARY FOR REACHING THE MAPS. 
МАР FiRST UNIT TRANSPORT UNIT TRANSPORT SITE 
ORBIT FLYING MACHINES (ANNULUS) VTOL (SHUTTLE) SPACECRAFT 
| (55ТО РАР) 


NAUMACHIA FORWARD VECTORING (HOHMANN) GREEN ATTRACTORS (AENEAC) FORWARD VECTORING 
(PLANETARY BASE) 


QUANTUM GRAVITICS (DROPSHIP) QUANTUM GRAVITICS (DROPSHIP) QUANTUM GRAVITICS - 
(GRAVITIC GRID) 
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CAUTION Discovering Quantum Gravitics (no matter who does it) triggers the awakening of the tough 
barbarian "Hatibborim" units on Nona-and they don't stay up there for long. Put off researching this Advance until you are 
darn qood and ready. 


There aNe a number of quirks pre-programmed into the Science Fiction | 
of them is that there are certain Advances (five in all) that simply cannot be resear 
until someone has “triggered” their entry into the game. These are the “event” tech 
gies, and they're marked in yellow on the poster. 
It’s very important that you be the one to trigger these Advances so that you're the 
first to gain them. Every one gives some important benefit, and if youre not the first one 
there, you fall behind. Not only that, but without the event Advances, your research 
grinds to a halt early in the game because you simply run out of topics. 
* Plasma Chamber is given to the 


first civilization to build a Shuttle 
Carried there ori the maiden voyage of the new 


Hohmann unit, planetary archaeologists digging into 
ancient ruins on the planet Naumachia have their first Shuttle, they only gain 
unearthed evidence of an unsuspected use for the the ability to research this 
crystal element Delierium 116. Significant portions of Advance. With this in hand, you 


| unit. When latecomers build 


alien technology. | can build the Fulmine Ring 


— Pik TCT (equivalent to the SAM Missile 
Battery) and the Bolter unit. 


Ic 
| 
f 
| the text are intact, enough to re-create the long lost, 


* D-116 Capacitance is 
bestowed on the first tribe to complete a HohMann unit—the earliest unit capable 
of travelling to the third map, Naumachia. As with the Plasma Chamber, late arrivals 
only get the ability to research it. Access to the Singing Gardens Wonder comes with 
this Advance. 
* Singularity Physics can only be first gained through the defeat of one of the Adamastor 
units. It has no value on its own, but it is a prerequisite for Disintegration technology— 
nukes. 
* Wormhole Genesis, similarly, comes originally from the defeat of an Urdar. It has no 
value on its own, but it is a vital prerequisite for Tanck Gate, which leads to the 
EarthGate research wirion 
e Wormhole Control works 
from the defeat of the e 


dicia den h ole bo. except that it comes 


om your own home world. If you are a human 


civilization, you cannot talk to non-humans, and vice versa. This is difficult and can lead 

to all sorts of unintended wars. Also, if the nearby civilizations of your species are warlike, 
you might have no one at all to trade Advances with. This can combine with unfortunate 
local terrain to stifle even the best managed research effort. 

The key is to research Xenolinguistics as soon as possible. Tribes that have discovered 
this advance can conduct diplomacy with any species, while those without it are limited 
to talking to their own kind. 

Artistry, Tansmutation It becomes very important as the game progresses to research this technology and be 

Heteromoroh RNA able to converse with anybody. There is one Advance that you can only acquire from the 

z \ P р IL other species or someone who has gotten it from them—you cannot research it yourself. If 
ec б. po youre human, that Advance is Unification Theory. If you're not, it’s Artificial Gravity. 

Positronic Brains, Without owning both of these technologies, you cannot advance to Quantum Gravitics, 

Kenobialogy. That geis gain the ability to reach Nona, or ever win the game through FTL Space Flight or the 

you to Xenolinguistics. EarthGate. Yes, total conquest remains an option, but only until someone else puts a city 


out of your reach on Nona. 


OTHERS TO CONSIDER 


There are a few other Advances that are also priority research projects, but which havent 
been mentioned yet in this section. Rather than go on and on about them, lets take them 


W^ NOTE 
- “if you've headed 
straight for Spacecraft, 
then Frictionless 
Ы Surfaces, you're not far 
off. Follow this path: 
Gene Tailoring, Genetic 


all in one fell swoop. 

* Adaptive Eugenics is only available to human tribes. It’s the equivalent of Philosophy in 
that it gives you the next Advance for free. Can't beat that. 

* Applied Hedonics is also human-only. It's important because it provides the first 
happiness-producing Improvement for human cities, the Hologaming Arcade. 

* Astronomy is only for non-human tribes. Like Applied Hedonics, it gives access to the 

— first available happiness-inducing Improvement, the Orrery. 

* Basic Automation i is the gateway to the M.A.I.D.S. Improvement, which allows your 
cities to grow beyond s size 16. Then there's the Central Service Wonder, which pays the 
Upkeep on all your Improvements with an Upkeep cost of 1. This Advance also gives 
human civilizations the ability to build the advanced Settler-type unit, the Environeer. 
°G. En. LEs gives non-human civilizations че Шоу to build their advanced Settler-type 
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* Proteus Sapiens is for those who cant live without the abili 
will. This Advance allows construction of the Julian Bureaucracy 
same effects as the Statue of Liberty in the Original Game. : 
* Psionics is another human-only Advance, and it's highly useful in sing 
when you don't wish to suffer the public relations consequences of your a 
vides access to the Psi-brator Wonder, which is equivalent to the Eiffel Tower. 
* Quantronics lets you start building the View From Earth Wonder, which reve: 
maps in the game. (As weve mentioned elsewhere, you might be better off tradin: 
Advance to others and letting them build the Wonder.) This Advance also gives yo 
access to the Collapsatron Q research-enhancing Improvement. 

* Transmutation, last but not least, lets you build the Science Fiction equivalent of 
Leonardos Workshop, the Morphon Attractor. 


KEY UNITS 


While every unit in the game is potentially useful, some have qualities that make them 
more attractive or beneficial than the average unit. While we havent the space here to dis- 
cuss every unit in detail, it’s important that we point out a few of the most vital ones, in 
no particular order. 

The Shuttle, as we discussed earlier, gives the first civilization to build 
one a nice advantage, the Plasma Chamber Advance free of cost. The 
Shuttle is also a sea transport unit (with a generous Movement allowance 
of 5) that can carry up to five ground units. It is the first unit capable of 
carrying others between maps (Funestis and Orbit), and it’s formidable in combat early in 
the game. From the time you discover VTOL, the Shuttle will likely be the backbone of 
your fleet for some time. 

The first HohMann built, like the first Shuttle, results in the builder gaining a 
free important Advance—D- 116 Capacitance, in this case. Also like the Shuttle, this 
unit opens up access to a new world (Naumachia). The HohMann is more powerful 
in battle, but it cannot carry other units. Thus, it's not as valuable as the Shuttle is in its 
time, but this is the explorer you use to claim and 
productive rock world. 


otable because they are the 
ame. In addition, these ate. 
idvanced transport sites 
d) that get your other units to 
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* Proteus Sapiens is for those who cant live without the abili 
will. This Advance allows construction of the Julian Bureaucracy ` 
same effects as the Statue of Liberty in the Original Game. 

* Psionics is another human-only Advance, and it’s highly useful in sing 
when you don't wish to suffer the public relations consequences of your ac 
vides access to the Psi-brator Wonder, which is equivalent to the Eiffel Tower. 
* Quantronics lets you start building the View From Earth Wonder, which reves 
maps in the game. (As we've mentioned elsewhere, you might be better off trading 
Advance to others and letting them build the Wonder.) This Advance also gives you 
access to the Collapsatron Q research-enhancing Improvement. 
* Transmutation, last but not least, lets you build the Science Fiction equivalent of 
Leonardos Workshop, the Morphon Attractor. 


KEY UNITS 


While every unit in the game is potentially useful, some have qualities that make them 
more attractive or beneficial than the average unit. While we haven't the space here to dis- 
cuss every unit in detail, it’s important that we point out a few of the most vital ones, in 
no particular order. 

The Shuttle, as we discussed earlier, gives the first civilization to build 
one a nice advantage, the Plasma Chamber Advance free of cost. The 
Shuttle is also a sea transport unit (with a generous Movement allowance 
of 5) that can carry up to five ground units. It is the first unit capable of 
carrying others between maps (Funestis and Orbit), and it’s formidable in combat early in 
the game. From the time you discover VTOL, the Shuttle will likely be the backbone of 
your fleet for some time. 

The first HohMann built, like the first Shuttle, results in the builder gaining a 
free important Advance—D-116 Capacitance, in this case. Also like the Shuttle, this 
unit opens up access to a new world (Naumachia). The HohMann is more powerful 
in battle, but it cannot carry other units. Thus, its not as valuable as the Shuttle is in its 
time, but this is the explorer you use to claim and defend your territory on th 
productive rock world. 


otable because they are the 
Game. In addition, these are 
idvanced transport sites 

at get your other units to 


I c 


uc шз 


The Annulus we've discussed already, but it bears repeating. When this unit 

- becomes available, build it. Yes, its range is pretty limited, but at that early date, there is 
nothing in the game that can stand up to it. If you don't build these units, your enemies 
certainly will, and then you'll have no defense against the incoming waves of "flying 
sprinkle donuts." 

The Interceptor shows up soon after the Annulus, and it is in some ways the counter 
to that unit (like the Fighter is to the Bomber in the Original Game). The Interceptor is 
also a very handy attack unit in its own right. When these two are both in play, ground 
units tend to stay inside cities if they know what's good for them. 

The Repeller is the second defensive unit to come along. As with the Phalanx or the 
Legion, it is imperative that you upgrade your city defenses as soon as you can afford it. 
This unit is allowed on every map and can serve you well into the game—but you should 
upgrade again as soon as it's feasible. 

The Ambassador and Mediary are notable because they're 
the diplomatic units. If you've read the rest of this book or 
played a lot of Civ, you know why these are important. 

The Salmagundy is the Spy equivalent. Although the ability 


to plant Disintegrator weapons in a city comes too late to really be of any significance, 


the other Spy abilities serve you very well. 

The Dropship is the latest and greatest of the 
intermap transport units. This ship cannot attack, but 
it’s absolutely vital to any ultramodern, interplanetary 
Й civilization. 
| The AENEAC can carry units between Funestis, 
Orbit, and Naumachia. It has a 7a/7d/5h/5f rating. This 
is the advanced version of the Shuttle, with the excep- 
tion that building the first one doesn't get you anything 
extra. So what? This unit stands on its own merits. 

The Hammer comes relatively early in the game, 
and this flying unit is a monster. You can rule the starlanes with a fleet of these. The only 
drawback is that you can't drop them down to Funestis to really put a hurt on somebody's 

аріхаї city. Flying around for four turns before running out of fuel is a nice benefit, but 
| be m Be very careful that you don’ extend these units; they're too 


and there’s a reason. It’s not ti 


cheap to build, fast moving, an 
Other flyers are stronger, but you c 


The Intelliraptor is an odd unit. It ap 
Partisans, out of captured cities. It can, evid 
survive in space. However, it’s numbers arent | 
high. What's it good for? Well, this unit has tw 
things going for it—its Defense rating and the fact that it ignores Zones of Control. It's a 
good city defender (replace your Repellers now), and it's useful when you need to sneak a 
unit into an enemy' city radius and park it there for a while (preferably in a Force Field 
or other defensible position). 


The Kineticore moves like the wind. It's great for exploring the new maps, especially 
since it can move between all but the last one (Nona) on its own steam. 

The Pasticcio doesn’t seem like much, but it's one of only two Paratroopers in the 
game. We all know what Paratroopers are good for. 

The Rocket Man is the other Paratrooper unit. 

The Singulon is an awesome city defender. When you're facing the HaGibborim, you 
want these 12d brawlers on the walls. 

The Speed Demon is another great explorer. This one is wonderful for scouting 
enemy positions. It moves an incredible 15 squares per turn and ignores Zones of 
Control. If only it were stronger. 

Thats our take on it. You're bound to find other units that work well for you. It's 
simply a matter of which units’ abilities mesh well with your style of play and strategic 
goals. Experiment. Have fun. That's the whole point. 


SOME STRATEGY HINTS 


Beyond analyzing the important parts of the game and how they can work to your advan- 
tage, we thought it would be nice to give you a few ba: 


These are not guaranteed winner 
multiplayer games, ѕоопе 
strategy that ju 


a ae start. 


OFF TO A GOOD START 


As always, you want abundant resources inside the city radius. It's also important to locate 

your first city (or at least one of your first few) on a coast. Sea travel is very important to 

your later efforts to expand onto other planets. All of the units that can carry your 

ate, when ҮШ have Settlers and other units onto other maps are sea vessels. 

«ы у Use your Settler units (Colonist or Nidus) to make roads and new cities pronto. The 

can use them to improve Data bonus from the roads quickly becomes important, and the cities help you stake a 
claim to as much new territory as possible. That's important when you start looking for 


impassable terrain-and to 
ПОШУ ЩИ places to put up transport sites you can easily defend. 


terrain. How's that for a 


defensible position? DON’T FEAR THE WILLIES 


When youre setting up your empire, study the 
nearby impassable terrain (Willies and Acid 
Shallows). Impassable squares near your cities might 
seem like a disadvantage because you cant improve 
them with roads and such (until later; see the Tip). 
In fact, however, Willies and Acid Shallows are often 
an effective deterrent to invaders. Depending on your 
circumstance, these terrain types could do more 
good than harm. 

Look for places where the impassable terrain pro- 
| vides a natural blockade or bottleneck. You can significantly improve your chances of 


defending a city by positioning it well. 


| TAME THE WORMS 
"This is less a strategy than a note on taking advantage of good fortune. 
When examining a Wreckage or having a random encounter with a 
diplomatic unit results in you gaining control of an Ophion, be glad of it. 
"Not only are these units nicely powerful in the early game, but their 
ability to cross impassable terrain, and ignorance of Zones of Control 
rfect scouts and surprise attackers. _ 
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Gravity or Unification Theory —from them. You need both of t 


Nona and win in any other way, and you can only research one o 
must get from a different civilization. 


FEED THE MINERS 


Most players have never used a Food Caravan in Civilization II, and for good re 


you place your cities well, you never need to ship Food from one town to another- 
except perhaps during an extended siege. In the Sci-Fi Game, however, regular sh 
of Food from cities on Funestis (or even Orbit) can be the only thing that keeps a young 
city on Naumachia or Nona going long enough to build up its own supply of cultivated — 
land for Food production. 

When you send a Colonist, Nidus, Melior, or Environeer to one of those maps with 
the intention of founding a new city, be prepared. Send along an Arraber or HI-DIE 
Tanker (with orders to carry Food) to travel with the settler unit. When you find your 
city site, you know right away whether you need the Food Caravan. If you do, it’s right 
there next to your city. 


DON’T BE QUIXOTIC 


On Nona, there is an extraordinarily productive type of terrain listed in the Civilopedia 
called “Eidolon.” (The Civilopedia entry for it is shown in figure 9-1.) There are also a 
couple of interesting resources listed for it. All of these have stats that seem too good to 
be true, and they're evidently very hard to find. Don't waste your time searching. 


FIGURE 9-1. LOOK AT THOSE NUMBERS! 


Eidolon and the lost city, like 
many of the other legendary lost cities 


of history, do not exist. (If you cheat, 


maybe you could put them in, but 
that’s not what we mean.) Searching for 


Remember your basic Civ J rules; air units cannot capture cities. Helicopters can, 
but the barbarian AI is evidently not aware of that. Barbarian air units dont take over 
cities. Oddly enough, neither does the ground-based Dondasch. If you need convincing, 
watch the HaGibborim. When an Urdar, Adamastor, or Dondasch attacks a city, it 
destroys all the units defending the town, then just wanders away. The reason for this is 
| the way the HaGibborim are programmed to act. Their priority behavior is to destroy 
| units. They have no interest in capturing cities. 

1 What good is that to you? Well, if you have no 
| defending units in a city, the HaGibborim wont 
attack that city. Normally, that would just be an invi- 
=| tation for other tribes to waltz in and take your cities, 
| but on Nona, where you might be the only empire 
| with a presence, it’s a plausible strategy for retaining 
" cities of moderate size. 


BEATING THE HAGIBBORIM 


Why would you want to go after these “ancient guardian” units (shown in figure 9-2) 


anyway? They're ridiculously powerful and hard to kill, and they have the annoying habit 
of dropping in on other worlds and toasting everything in sight. Not to mention that 
defeating one doesn't destroy it; it just sends it back where it came from. 


FIGURE 9-2. ROGUE’S GALLERY 


You have to consider that they are the key to (1) 

; Disintegrator weapons (nukes) and (2) winning the 
game through research They allow you to get the prerequisit эг both the Disintegration 
and EarthGate Advances. Defeating each of the three different types of HaGibborim 
units results in the discovery of one of the three key technologies. | 


d. Destroy an Adamastor to get Si gularity Physics—one of the two prerequisites for 


isintegration. _ | 
Lan Urdar for the bonus, We rmhole зеп —the first step toward the 


Yes, they're incredibly mobile and tough, but you can de 
that you don't gain the advance if the unit beats itself to death о 
units. You must be the attacker in the combat in which the giant gu: 
to benefit from it. Using Disintegrator weapons doesnt count either; 


normal combat. 


Heres one proven strategy for defeating the Dondasch, U 
Adamastor units. Its not a cheat, and you still have to work at it, "yo 
want to figure it out for yourself, dont read the rest of this paragraph. Okay. 1 
You probably know from experience that you can throw all the high-po 
units you want at the HaGibborim units, and it doesn't make a dent in their lines. Its 


true that they enthusiastically weaken themselves against a well-defended city or a large 


group of Excelsiors, but you cant really depend on thar. Plus, they tend to run off just 
when you've gotten them worn down. The key is a little-used ability of the Spy unit, the 
Salmagundy. When this unit bumps up against something, it has the option to bribe or 
sabotage that unit. Of course, the ancient guardian mechanisms don’t accept bribes, 

but the Spy's sabotage ability always does damage to the target unit. It’s just a matter 

of how many it takes and how to deliver them all at once so the target doesnt have 

time to escape. 


'ANTASY GAME 


"NOTE 
SA greatly 
expanded and updated 
version of Mick s origi- 
nal Midgard scenario is 
also included in Jest of 


The second new w fall game included with Test of Time is the Fantasy Game. This game, 


designed by Test of Timess lead designer, Mick Uhl, is based on his Midgard fantasy 
те Athough the Me scenario ке іп фе second Civilization II scenario pack, Fantastic Worlds). Mick also 
ub di n „ Conflicts in Civilization, and a number of 
istinctly different from о Co TN he Fane CEP 
| the Midgard scenario. — - 
We'll be talking about 
| the new scenario in 
| Chapter 11. 
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This chapter discusses all the elements of the Fantasy Game, 
game worlds, the pros and cons of the various tribes, the Advances ar 
most important for each, and a discussion of the special quests you m 
along the way. 


THE FOUR WORLDS OF 
MIDGARD 


As you already know, Midgard is made up of four worlds—the Surface World, the Cloud 
World, the Undersea World, and the Underworld. Each is capable of supporting cities ЩТ 
and civilizations—as evidenced by the fact that each world has at least one indigenous ese d 
tribe. However, each has built-in advantages and disadvantages that force you to expand on bd 
your civilization into other realms rather than remaining in one world throughout the 0 pte 
entire game. 9) and the Origina 


The following sections contain an overview of the worlds of Midgard, along with e |e 
commentary on some of the advantages and pitfalls of existing in each. 


THE SURFACE WORLD 


Sd ae ШЕШ Although it is actually the central world of 


- IM Midgard, were talking about the Surface 
Че ср EG World first because—strategically speak- 
ing—it is the most important of the four. 
No other world in the Fantasy Game 
contains a better mix of terrain types and 
resources. When it comes to building thriv- 
; MESES ing cities, no other map comes close. When 
playing the tribes of the other three worlds, you might find it safer and more convenient 
to remain in your native realm. However, you eventually want to establish a foothold on 
the Surface World. Because it is the central map, units must generally pass through the 
Surface World in order to reach the other realms. 


lt is technically possible to win the Fantasy б remaining in one realm and ignoring all the others—just as it is 
possible to win the Original Game by holing up on a single continent and isolating yourself from the rest of the world. 
However, itis more likely that you'll need to travel between maps in order to succeed. 
The most efficient means of intermap travel is the Astral Portal. This Improvement is the Fantasy Game's version of an 
itport. By establishing cities equipped with Astral Portals on various maps, you can move your units from one city to 


another instantly. If your strategy involves moving from realm to re quiring this Improvement should be one of your primary goals. 


This same feature—the fact that the Surface World is a waypoint to all the other 
maps—makes this the most difficult realm to defend. Any cities you build here are vul- 
nerable not only to the Surface dwellers, but from the worlds above and below as well. 
Natives of the the Surface World include: 

Elves 

* Humans 


* Infidels 


THE CLOUD WORLD 


The Cloud World is a realm that lies far above the 
Surface World. Strategically speaking, it is one of 
the most defensible worlds in the game. There are 
no specific access points to this map. Only units 
with the native ability to travel to this realm can 
do so, and this actually excludes some units that 
can fly (though all units that are able to access this 
map do, in fact, have the ability to fly). 
Unfortunately, the defensibility of the realm is offset by the scarcity of suitable city 
sites here. Although the Magic Clouds provide a significant Science bonus, the resource 
mix is not the most conducive to a massive expansion effort. In fact, there are very few 
places to actually build cities here as compared to the other realms. You must build your 
cities on the Clouds themselves, and the Clouds are small and rather spread out. (Imagine 
playing the Original Game on a world that was about 80% Ocean with tiny islands 
scattered here and there.) - 
Natives of the Cloud World include: 
* Buteo 


THE UNDERSEA WORLD 


Ы The Undersea World lies below the oceans of the 


^ 
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Besides its limited accessibility, the Undersea World offers the 
this side of the Surface World. That means it's a great place to build. 
to prosper. It is because of these two factors—the isolation and the res 


the Merfolk tend to have an advantage in the early part of the game. 
Natives of the Undersea World include: 
* Merfolk 


THE UNDERWORLD 


gj The Underworld is the most openly inhos- 
9 pitable realm of Midgard. At the start of фе — 
game, it is extremely difficult to get around 
down here, as there are large expanses of impas- 
Id sible Bedrock strewn everywhere. (This becomes 
a bit less of a problem later in the game, after 


you acquire units with the ability to tunnel.) To 


make matters worse, useful resources are rare, 
and there are potentially two civilizations vying for them. Needless to say, it is difficult to 
expand your empire in the Underworld. 

Like the Undersea World, access to the Underworld is fairly limited. There are a few 
randomly placed, pre-existing gates from the Surface World; Cave Entrances created by 
units with the ability to do so; and units with the native ability to move to this realm 
directly. Despite its defensibility, tribes starting off in the Underworld are better off 
expanding out to a richer map than trying to play an isolationist game in the Depths 
of Hel. 

Tribes native to the Underworld include: 

* Goblins 

* Stygians 


THE SEVEN 
FANTASY TRIBES 


differentiation between the vari- 


BS Original and Sci-Fi 


BUTEO 


„® ERI 


| Games, the number of 
tribes you indude in 
the Fantasy Game is up 
to you-anywhere from 
three to seven. While 
the rule stands that 
fewer tribes means an 
easier game, we Urge 
you to at least attempt 
to play the Fantasy 
Game with all the 
tribes present. Only 
then can you get a full 
sense of the interac- 
tions that make this 
version of the game so 
interesting. 


that can lead to a distinct advantage. 


access to the Clouds. 


All tribes in the Fantasy Game start 

off on the Surface World. If the tribe 

you're controlling isn't indigenous to 
à | this area (the Elves, Humans, or 


Infidels), hightail it immediately to 
the world where you belong. This is especially advantageous to the 
Buteo and the Merfolk since they are the only tribes with access to 
their respective maps at the start of the game, 


presence on the Surface. 


The Buteo units’ mobility is 
your greatest advantage next 
having the Cloud World 
3 pretty much to yourself. lt 
allows you to scout the 
Surface World early to locate 
your opponents and find 
uninhabited areas where you 
E can get a foothold on solid 
B round. Unfortunately, the 
domain limitations of the 
Buteo units don t really allow 
B. you to extend this advantage 
E. into the Undersea World and 


he Underworld. 


The Buteo is one of the two tribes we recommend if you are a player 
with little experience or if you prefer to spend a good deal of early game 
time exploring the world with few (if any) distractions. This is the only 
tribe at the start of the game that has access to the Cloud World, and 


As soon as you start a game as the Buteo, your first task is to leave the Surface World. 
Once you're up among the Clouds, you have quite a bit of time to research Advances, 
explore, and build the roots of your empire—it'’s quite а while before the other tribes have 


Unfortunately, while living in the Clouds is 
an advantage in an isolationist sense, expansion 
presents something of a problem after a while. 
Cities in the Cloud World must actually be 
built on Clouds (the empty sky is treated as 
Ocean), and the amount of space in which to 
build cities is extremely limited. Plus, despite 
the fact that terrain such as Heat Lightning, 


Magic Node, Ozone Hole, and Whirlwind (among others) allow Cloud cities to generate 
large amounts of Trade, other resources tend to be scarce. Therefore, in order to continue 
your growth, you must eventually come down from your perch and establish a strong 


Although generally inexpensive and highly mobile, Buteo units tend to be rather frag- 
ile. Also, because many units in the game have inherent defenses against flying units, the 
Buteo have little chance for a conquest victory. Instead, focus on a research victory (the 
siege engine or the Rainbow Bridge Quest). 


KEYS TO A BUTEO VICTORY 


* Trigger all the ruins and huts you can find in the Cloud World as soon as you find 
them. It takes a while before anyone else shows up (barring the lucky or underhanded 
acquisition of a Cloud-capable unit), so you might as well grab some free stuff. 

* Scout the Surface World early. As soon as you find an isolated area where youll be left 
alone for awhile, establish a presence on the Surface. 
* Should you find yourself face-to-face with a superior enemy unit « 
your units’ Native Transport ability to jump to the Cloud World nd 


urface, use 
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* Though there are few enemies in the Clouds early in the game, you occasic n 
encounter barbarian units (usually in the form of Griffins and other fliers). That 
City Walls wont help. When possible, Eaglemen (rather than Hawkmen) make th 


defensive choice. A couple in each city should keep you safe. 


P. 


а 
* 


* Because research dominance is very important to victory when playing the Buteo, keep. 


an eye on what your opponents are researching. Both the Crowns Emissary and the pone 
quarded, swoop do 


Council of the Overmind are useful in this respect. 
01005 and (аке 


* The Buteo can benefit from a “research city" (See chapter 4 for details). The | "iR 
Improvements you should concentrate on for increasing research output in the Fantasy diligently followed. can do 
Game include the Sage’s Library, Wizard’s Tower, and Alchemy Labs. o eliminate the 
* One of the best units as far as mobility and attack is the Great Eagle. A few of these expansion oF your land 
attack-oriented units (which ignore City Walls) can take just about any city—except those 


pesky Elven cities, that is. 


¢ Mountain Giants are the best Buteo ground units available for both defense and attack. 


Get these guys as soon as possible because they also allow the Buteo to extend their reach 
into the Underworld. 

* Beyond Weaponry (one of the first indispensable Advances), some of the Advances you : 
want to strive for as quickly as possible include (in no particular order): Beast Dominion, Because Eaglemen are the 
Siegecraft, New Religion, Astrolabe, Celestial Navigation, Wood Lore, most powerful and versatile 
Transmogrification, Skidbladnir (for the Ellida unit), Clockworks, Ideograms, and units in the early game, you 


Theurgy. should research Weaponry as 
Soon as possible so you can 


* If you want to try for world domination as the Buteo, your best bet is to bribe your way ttc 


to victory. If you can gain some of the varied units available to the other tribes, a military 
win is more realistic. However, this strategy demands that you keep your cash flow high 
and constant. 

* The best bet for success as the Buteo is to research your way to Huginn and 

Muninn, and build the Dues Ex Machina Wonder before 


their siege engines. 


your opponents start building 
_ If, for some reason, you are 
harboring thoughts of a con- 
quest victory for the Buteo, 
_ Ally with Dragons is impera- 
are one of the three Fantasy Game tribes that are indigenous tive to your meager chances 
face World. Since this is the only map where three different for sucess. 
ing for space, there’s less room to expand without 


There is one department in which the Elves are unparalleled, defense. A number of 
Elven units—most notably the Treefolk and their less-expensive cousins the Tree 
Guards—are extremely powerful. When either of these units is defending a city, 
chances are that city will stay defended. This advantage alone makes the Elves the most 
preferable of the three Surface-dwelling tribes if your goal is to play a defensive game. 
Its a good thing too; the Elves, for all their defensive power, lack good offensive units 
early in the game. 

Although the Elves can win through conquest, they are slightly better suited to a 
win through research. If you have your heart set on conquering the world by force (and 
you want your base of operations on the Surface World) your needs are better served by 


playing as the Infidels. 


KEYS TO AN ELVEN VICTORY 


* Build your cities fairly close together. This allows your Sorcerers to get from one city to 
another in a single turn as quick reinforcements when needed. 

* Research Druid Lore as quickly as you can. This allows you to build the Tree Guards— 
units with a Defense of 8 (doubled against units with a Movement factor of 2). This illus- 
trates the potential defensive strength of Elven cities; with a couple of Tree Guards posted 
inside, a city can withstand a Dragon attack with little trouble. 

* Farly in the game, your defensive units consist of Sorcerers and Elf Archers. The 
Archers are also passable offensive units (as early Elf units go) and can be especially effec- 
tive against cities that dont have City Walls. 

e Archers and (later) Treefolk red by low Movement factors. It is in your best 


prove these units’ ability to cover long dis 


1 by the Elves and the Humans is that they are the only ones who 
researching Espionage. Take advantage of the Fairy's Spy func- 

s, and Advances from other tribes. o 

search I Vikings. This Advance brings with it the Changeling, 

an build. This unit has it all; it levitates (treats all 

ones of Control, has double Defense against 

{ative Teleport abilities that allow it to 
'orlds. ‘ou start using these units, you'll 
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GOBLINS 


ы Do you like to follow an aggressive, conquer-the-worl 
Then the Goblins are for you. With an arsenal packed 
military units, this tribe is ideally suited for a game that 


aggressive expansion. : 
The real advantage of the Goblin tribe when playing a warmonger game i: 


one of only two tribes in the Fantasy Game that allow you to research Fanaticis 
Fantasy Games version of Fundamentalism). You may then rule your society usin 
government of the same name. As you already know (if you've read Chapter 3), this is the 
best possible government for a military campaign. TES “ue 

Because of the terrain conditions in the Underworld, Goblin research tends to be d 
mediocre at best. On the other hand, Shield production is through the roof—a condition 
that lends itself well to the Goblins’ expansionist tendencies. 

The Goblins share the Underworld with the Stygians, so if you decide to play the 


Goblins, expect your undead neighbors to be the first opposition you encounter. 


KEYS TO A GOBLIN VICTORY : 
* Establish a good power base in the Underworld to take advantage of the production- [тӘ sıv 
rich resources down there. FAN: 
* Expand as quickly as possible to the Surface World. If you dont get a good foothold 

started there, your research will fall quickly behind that of your opponents. 


* The basic Goblin unit is well suited for most early game defense and exploration tasks. 
It should be your unit of choice for these duties until the Crag Wolf becomes available. 
* Your diplomatic unit is the Skald. Make good use of its abilities and steal Advances 
from your opponents to help offset your slow research capabilities. 


* Another fine use for a Skald is bribing powerful units such as Frost Giants over to your 
side. The addition of such units to your forces helps in both exploration and city con- 
quest in the earlier stages of the game. 

* It goes without saying that Fanaticism should be one of your primary research goals. 


The sooner you switch to this government, the sooner you're on your way to eliminating 


your rivals. 

* As you begin your push to. 
and the Infidels. Their 

_can build yourse 


* Wonders you should try to attain include Excalibur, Round Table, Circle of 
Summoning, and Pandora’s Box. Also, to ensure that you dont fall too far behind in your 
research efforts, the Wizard's Conclave is always a helpful addition. 

* Obviously, your most crucial lines of research should be those that increase production 
If you are pressing for a and boost your military power. You also need to plan ahead for pollution, though that is 
ООЛО О of secondary importance. The most important Advances include (in no particular order): 
mM Beast Dominion, Mercantilism, Nature Lore, Soil Enhancement, Thor’s Fire, 


Quest should you locate the Thunderbolt Spell, Aether Control, Masonry, and Runes. 
Ancient Dragon. If you acci- 


dentally set off the war, all 
your workd-conquering efforts and Wonders that enhance research. Remember that the one downfall of the militaristic 


* Another important line of research involves those Advances that lead to Improvements 


OTT Goblins is their potentially slow technological advancement. This is especially true when 
AOR governing under Fanaticism. 
ШАТ ШШЕН. The Improvements and Advances that promote happiness are of secondary importance, 
this chapter for details especially at lower levels of difficulty. Under Fanaticism, of course, population happiness 
takes care of itself. 
* Some of the most useful Goblin units include the powerful and mobile Crag Wolf early 
in the game and the defense-oriented, Goblin-exclusive Giant Spider in the middle of the 
game. Dwarves are also extremely useful when you can get them, due to their tunneling 
and capacity for reducing pollution. 


HUMANS 


Humans are one of the most difficult tribes to play in the Fantasy Game. 
The main reason for this is that the Humans start the game sharing the 
map with the Infidels, one of the two most warlike civilizations. 

= a (The Elves are in the neighborhood as well, but they're no threat by 
comparison.) You cant avoid your Surface World neighbors for long, and early 
confrontations with a warlike civilization often force you to take a defensive stance. This, 
- in turn, means that уоште likely to fall behind in research as you divert resources to fight 
a constant battle just to stay alive. In addition, like the Elves, Humans have no strong 
offensive units at the start of the game. You have quite a challenge on your hands! 

- If you decide to take on the daunting task of playing this tribe, the key to success is 

еер your cities well defended. City Walls are a must. Luckily, like their Elven neigh- 


Humans have: an | extremely posed defensive unit available to them early in 
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KEYS TO A HUMAN VICTORY 
* Get your fastest unit out exploring the map as soon as possible and 

goody huts. This is, in fact, a sound strategy for all the tribes. If youre | 
end up finding some valuable units to help in your cause. (Remember, you 


from any tribe from a goody hut—including such effective explorer/fighters 
Crag Wolf.) — 
* A city with City Walls, a Sorcerer, and a couple of Housecarls can defend agair 
attacks. Later in the game, consider also keeping a Skald inside the city. This prote 


e пре YOU re sharing a 
qp 006 Dose à 
0010 eek OUL d 


against bribes, and it leaves you with an available option to bribe powerful units that 
come calling. B requires some ludc-na 

* Humans can win through either conquest or research, though neither is an easy road. being dropped in a starting 
If you decide to go the research route, build the usual Improvements and Wonders that position tha : 
help in that department in all your cities—Sage' Library, Wizard's Tower, Alchemy Lab, 


and so on. 


* When taking the military track, your best mid-game attack units are Paladins and siege 
engines, both of which ignore City Walls. Later in the game, the attack units of choice are 
Ice Drakes and Dragons (if you can get them). 

* Remember, only Humans and Elves can build Fairies. It would be a shame not to take 
advantage of this useful unit. One of the best things it can do for you is allow you to 
bribe some of the more powerful units from other races (those you cant build) to come 
over and join your cause. 


INFIDELS 


The Infidels are the tribe vying with the Goblins for the *Most Warlike 
Tribe in Midgard" award. Unfortunately for them, although they share the 
Goblins' ability to be governed under Fanaticism (a definite advantage for 


2— а warlike tribe), they lack the Goblins’ powerful mix of units. The 
Infidels, more than any other tribe in the game, benefit from an early aggressive push. 
Eliminating as many enemies as possible before they can start building superior units is 


often the Infidel's best hope of victory. 


KEYS TO AN INFIDEL VICTORY 

* Defend your cities well; City Walls are a must. The Excalibur Wonder, should you build 
it, also helps out in this regard (as always). 

* Your units need all the help they can get, so the Round Table Wonder is an important 
one for you. Veteran units are always a big plus. 

* As with any warlike strategy, Fanaticism is an absolute must. Get there as fast as possible 
and say there. Otherwise, you risk unhappiness during your prolonged war. Fanaticism is 
particularly helpful in quelling the woes of citizens in freshly-conquered cities. 


* Use all your underhanded tactics to take as many Advances as possible through con- 
NOTE 


| The obvious — logically. : 
| path to victory ШИШ. The Gold Horde is the best all-around Infidel unit. Once you can build this unit, use it 
Мето is research- ruthlessly both to attack enemy cities (it ignores City Walls) and to hold them against the 


building the siege inevitable counterattack. 
engine or discovering 


the Rainbow Bridge MERFOLK 
| (see the “Quests” sec- 
| tion for details). 

Even so, they are 
more than capable of 
achieving a conquest 
victory in the late game 
if they have a good 
foothold on the Surface 
World. The Merfolk have 
some of the game's 
most powerful, non- 
restrictive combat units. 
Their isolation on the 

| Undersea map means 
ШОИ KEYS TO A MERFOLK VICTORY 

| lenged early in the 

| game except by 
barbarians. This means 
there's plenty of time to 
build up a sizeable 

| army and kick butt. 


quest and espionage. This is pretty much the only way you can hope to keep up techno- 


The Merfolk are highly recommended if you want to take a more relaxed 
approach to the Fantasy Game. Like their avian counterparts, the Buteo, 
the Merfolk have access to a map that no one else can reach at the start of 


=—— the game—in this case, the Undersea World. Even when other races start 
building units that can make the transition to the Undersea World, the Merfolk have an 
advantage over the Buteo in that the Undersea World is somewhat less accessible than the 
Cloud World. The Merfolk’s home turf is also more conducive to the construction of 
prosperous cities than the Buteos, so early growth comes more easily. 

The primary strategy for the Merfolk is pretty much the same as that for the Buteo. 
Use your extended time alone to establish a good economic base and advance your 
research. Once you've got a good network of cities going and your research is well under- 
way, you can start mounting missions to establish a foothold on the Surface World at 
your leisure. 


* Explore the Undersea ruins (goody huts) extensively during your early explorations. 

| Since no one else can get to them, they're all yours—and you might pick up a lot of use- 
ful Advances and units along the way. -o 
* Expand onto the Sur! Vorld onl 
tion—about a half ell-guarde 

Teleport capabilities, so 
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* The rich Food resources of the Undersea realm ensure the qui 
Be prepared to combat the inevitable unhappiness with the usual : 
inducing Improvements and Wonders— Temples, Merlin's Oracle, Te 
Enlightenment, and so on. 


* City Walls are crucial for Merfolk cities. As a general rule, Merfolk units a 


Excalibur is an excellent 


light on Defense. In the Undersea realm, barbarian units like the Unspeakable Ho: r insurance policy against 
(which is very common on this map) can easily wreak havoc with the core of an - barbarian attacks for the 
protected empire. Merfolk. Its added Defense 

* When making a run for a research victory, the usual Science-inducing Improvement: against barbarians is just the 


icket for fending off the 


and Wonders—Sage’s Library, Wizard's Tower, etc.—are always recommended. E Unspeakable Honors 


e Merfolk, being water oriented, should seek naval dominance. Build naval units and 
clear the sea lanes of opposing sea-borne forces. 

* An excellent strategy for gaining a foothold on the Surface World is to proceed to the 
top and bottom edges of the Undersea map, teleport to the Surface, and establish domi- 
nance in the small strips of land at the poles. 

* No matter what your strategy, pick up the necessary Advances and go after the Altar of 
Enlightenment, Eye Of Ran, Brian's Expedition, Bard's Tavern, Merlin's Oracle, and 
Sangreal. If a research victory is your bag, then Eye Of Odin and Tome of Inspiration are 
also important. 

* Among the best Merfolk-specific units are the Kraken (easily one of the most powerful 
units in the game with 12 ratings in both Attack and Defense) and the Otterine (a great 
all-purpose unit with superior mobility and the added bonus of the amphibious 

landing capability). 

* Important Advances for the Merfolk include (in no particular order): New Religion, 
Astrolabe, Celestial Navigation, Wood Lore, Transmogrification, Skidbladnir, 
Clockworks, Ideograms, and Theurgy. 


STYGIANS 


The Stygians, like the Goblins, are a race best suited to a world 
domination strategy. (A research strategy is a near impossibility for the 
Stygians.) When playing thi ibe, ie of y ir best early strategies 
is to build divisions: апа your empire quickly, 


trampling your neighb. t Stygian units are able to ignore 


nst rival tribes that make heavy 


If ) ou аге playing as the Stygians, rest assured that your troops are loyal for the most part. 
If you are playing against the Stygians, don't even bother trying to bring their units over 
to your side. 


KEYS TO A STYGIAN VICTORY 


* As always, the Weaponry Advance is crucial to your world domination plan. In the 

case of the Stygians, this is the Advance that gives you Barrow Wights—fast-moving, 
teleporting, bribe-proof units with awesome Attack and Defense factors. The exploration 
and conquering abilities of this unit are obvious. You need Barrow Wights as soon as you 
can get them. 

* As always, visit as many goody huts as you can. Extra units are always helpful, but in 
the case of the Stygians, it’s the free Advances you really want. 

* Stygian Settlers can teleport between worlds. Use this ability to expand your presence 
on the other maps and enlarge your empire quickly. With a solid base on each map, it is 
virtually impossible for your opponents to eliminate you from the game. In addition, 

| youre a constant and serious threat to everyone else. 

* Gain dominance of the Underworld by defeating the Goblins as quickly as possible— 

| they're your only serious competition for resources on this map. If you manage to take the 
| Goblins out early, you've eliminated one of your only serious contenders in the fight for 
world domination. 

* Units key to the Stygian strategy are the Liches and Witches that become available in 
the mid-to-late game. Both are excellent offensive units that can teleport and ignore 


ils.) | 
/ oveme onders, and Advances, follow the Goblin strategies. All the 
general principles apply to any aggressive tribe. T 
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CAUTION [еши quests of the Fantasy Game add much to the flavor and mystery of the game experi- e Drago 


ence. IF you'd rather be surprised and discover the quests on your own, stap reading now and move on to the next chapter! Ore Advance са 
zZ {ш ONIY DE Odtained D 


defeating a Dragon. Yo 
ot trade for it, stea 


QUEST 1: 
ALLY WITH THE DRAGON RACE 


Every turn, there is about a 20% chance that a barbarian Dragon 
appear at one of 20 predetermined locations on the Surface World. 
you've logged any significant amount of time with the Fantasy Game, 
you've probably already noticed them. You might even consider them | Æ 


just another barbarian nuisance. However, these particular barbarians 


serve a rather useful purpose. 
If you manage to defeat one in combat, you immediately receive two o hd 


valuable rewards. 


* 1,500 Gold 


* Dragon Lore Advance 


"т 


While the gold itself is arguably worth the effort to engage a Dragon in combat, the 
Advance is potentially much more valuable. Although a lot more research still lies ahead 
of you, Dragon Lore opens the door to a powerful research path that eventually leads to 
Ally with Dragons, the Advance that allows you to build Dragon units (easily the most 
powerful unit in the game). 


QUEST 2: 
ALLY WITH THE DWARVES 


This quest might not be the most obvious one, but completing it can be 


rather lucrative. 

Dwarves are particularly useful units because they are one of two in 
the game that are re сарай o tunneling through Bedrock in the _ 
of this i is the G Miner.) Dwarves are 
Underworld and the Surface 
3 transforming terrain like 


ment between the Surface and the 4 
ly, about the only way 


е quest. comes in. 


get them on 


What you might not know is that the first Dwarf in the game subjected to a bribe is 
always the King of the Dwarves. As a display of gratitude, the Dwarf King (in addition to 
Ы joining the bribers forces) gives the briber the knowledge of Metalworking—a useful 
ОДО Advance that allows the production of Dwarf units. 

not the one who bribes the 


first Dwarf. You can always Q U EST 3 с 


trade to qain the 


once ALLY WITH THE FROST GIANTS 


the civilization that did. 


Ally with Frost Giants is an Advance that allows you to build Frost 

© | Giant units. It is one of several special Advances in the Fantasy Game 
that only become available by random chance. That's what this quest is 
all about. 

In order to convince the Frost Giants to join your forces—to discover 
the Ally with Frost Giants Advance—you must first research the Wierding 
as a key component of your Call. Once you've discovered this Advance, you have a 1 in 150 chance each turn of having 
ОСО che Frost Giants appear in your cities’ build lists. It's as simple as that. 
slim that you'll succeed in 


following this quest to Q UEST 4: 


fruition. If you have your 

heart set on Frost Giants, HOLDING OUT FOR A HERO 
though, it doesn’t hurt to try. 

And it is possible to steal or 

trade for the Ally with Frost 

Giants Advance. 


| Never count on Frost Giants 
| 
| 


} 4 NOTE 
Her Units are strong, 
but the chance to get 

B one might not warrant 
building the Crown's 

| Emissary. You only get 
one, and you can't build | 
more. Still, the Crown's 
Emissary does function 
like Marco Polo's 
Embassy in the Original 
Game, so it could be 


As you have probably noticed by studying the poster that came with the game, every tribe 
in the Fantasy Game has a Hero unit. (For the Goblins he's called “Great Goblin,” and 
for the Stygians he’s called “S(tygian) Lord,” but the principle is the same.) These units 
are special in that no one can ever build them. They appear only as a result of this quest. 
One—and only one—Hero unit can appear during the course of a game. To make 
your Hero appear, you must be the first one to build the Crown’s Emissary Wonder. As 
soon as you complete it, a random game clock is set in motion. Every ensuing turn, there 
isa 1 іп 15 chance that your Hero will appear in your se city Once the Hero arrives, 
the clock stops ticking. 
This quest boils down to a simple race to complete ihe Crow | 
another civiliza n manages to build it first, | you're out of luck— 
Wonder wont help е 


worth the effort. 
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QUEST 5: 
THE GREAT HOARD © 


Й potentially rewarding in the 
Unfortunately, the possibility of 
rewards is offset by the possibility 
ly great woe. 

Somewhere in the Underworld 
hidden lair inhabited by an Ancient 
= Dragon. It’s possible to stumble upon it by 


accident, but you usually have to actively search for it. It's always separated from the rest 
of the Underworld chambers and passages by a wall of Bedrock. Once you research 
Runes, you get a message that fills you in on the story of the Ancient Dragon and his 


treasure hoard—and the curse that protects it. 

Whether or not you heed the warning is up to you, and it’s a big gamble. If you suc- 
ceed in stealing the hoard, you could be so well rewarded that your victory is almost guar- 
anteed. On the other hand, if you trigger the curse, it is likely to destroy any hope of suc- 
cess. 

The quest itself is simply finding the lair and defeating the Ancient Dragon—no 
small task, but certainly possible. The first result of successfully killing the Dragon is 
always a positive one—you receive 3,000 gold. Along with the gold, you receive a scroll 
written in some unknown ancient tongue. 

Every turn from this point on, there is a 20% chance that you successfully translate 
the scroll. Here’s where the fun begins, as one of the following three events occurs: 


1. (50% chance) You find more treasure—5,000 gold and you also receive the Deus Ex 
Machina Wonder in your capital city. Finally, you automatically gain Ally with Dragons 
(see the description of Quest 1 for details). 

2. (25% chance) You trigger the Battle of Ragnarok between the gods and the Ice Titans. 
After five turns, you learn the gods have won. As a result, all Haunted Forest and Hill 
terrain is transformed i into Wastelands, all White Cloud 2 


оа and the [oe fioc 


in on the Surface, Undersea, 


disappears forever. Additionally, many of the remaining Wonders of the World 
instantly become obsolete. 


QUEST 6: 
FINDING THE RAINBOW BRIDGE 


This, the ultimate quest of the game, is best describec 
| by the designer himself, so heres Mick. 

“I always wanted a way to win entirely through 
research. I wouldn't need to conquer the world or 
send a spaceship to Alpha Centauri. | 

“Well, I finally managed to let you do so in the 
Fantasy Game. Once you have learned Hanging from 
| Yggdrasil 8, a random timer clicks on. Each turn 
thereafter, there is a 1 in 35 chance that it will go off. 
When it does, you are informed that you have found 
Bifrost, the Rainbow Bridge that leads to the home of the gods, and you've won the 
game. Hurrah! 


“I really wanted this method to remain a secret until someone happened to stumble 
upon it by accident. Even now, I am very reluctant to impart this information—but I 
changed my mind as a reward for your loyalty to our game." 


PRIMA'S OFFICIAL STRATEGY GUIDE Міт фе бате 475 


11 THE MIDGARD SCENARIO 


This is the only scenario included in Test of Time. (Unfortunately, the scenarios in 
the previous Civilization II products dont function in Test of Time because of all the 
updated features of this game—the price of progress.) It takes place in the fantasy realm 
of Midgard, which was first introduced in the second Civilization II scenario pack, 
Fantastic Worlds. з= 

Those о you who've already tried the } 
elements here. While many 
and conditions « га bit an 


d necessitate — 


new tactics 


details on the 


176 (милу 


WHAT’S DIFFERENT ABOUT 
THE SCENARIO? 


At a glance, the Midgard scenario looks hauntingly familiar. This scenario is set in the 
same realm as the Fantasy Game. The tribes, units, and worlds are all the same, as are 


many of the names of the Advances, Improvements, and Wonders. 
So what makes this scenario different? Well, first and foremost, it zs a scenario, and 


scenarios differ from a full game in a number of important ways. 


EA FIG. 11-1. THE 
CLOUD WORLD IN THE 
MIDGARD SCENARIO 


Fic. 11-2. THE 
SURFACE WORLD 


Fic. 11-3. 
THE UNDERSEA WORLD 


Hic. 114. 
THE UNDERWORLD 


* Fixed maps: Unlike the Fantasy Game (and the other full games), the maps in the 
Midgard scenario are not created randomly when the game starts—all four worlds are 


identical every time you play. (See figures 11-1 through 11-4.) 
* Fixed starting locations: Every tribe in the game has a pre-determined starting locatior 
Every time you play a given tribe, you start in the same place. 
* Accelerated start: Instead of starting out with just Settler units, you start the game witl 
. one fully operational city in place. 
е Tech tree changes: There are additional Advances in the tech tree, and the Fantasy 
Advances arent necessarily ы, in the same order. |. 
easing threat of Volsang places time constraint 


completion of e am 
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° Quests and events: There are several more quests in the scenario | 
Game, and they're more important in the scheme of things. There are 
triggered, and random events that have a bearing on the course of the є 
* Different victory conditions: The victory conditions of the scenario, whi 
similar to those of the Fantasy game, differ in detail and scope. (See the *How i 
section for details.) 


CAUTION Ti intro text for the scenario and the manual both tell you this, but it's a point that can't be 
stressed enough. Do not rename your capital city in the Midgard scenario! If you do, the events that determine the course of the 
Story will not function properly. 


HOW TO WIN 


The Midgard scenario tells the story of an evil wizard named Volsang who, having been 


imprisoned ages ago, is breaking free of his magical bonds and is once again wreaking 
havoc on Midgard. Your goal, no matter what tribe you decide to play, is to defeat 
Volsang. 

There are three ways you can achieve victory. 


* Research Victory: Navigate your way through the tech tree until you complete the 
Hanging from Yggdrasil 20 Advance. You then locate Bifrost, the Rainbow Bridge to the 
gods, and they defeat Volsang for you. This is the easiest way to win, though it is time- 
consuming. 

* Siege Engine Victory: Research all the Advances required to build the siege engine. 
(This is the equivalent of building the spaceship in the Original Game.) This is the sec- 
ond easiest way to win. 

e Completing quests: Complete the 10 major quests and the Glorianda’s Mirror quest. 
(See the “Midgard Quests” section for details.) This is by far the hardest way to win. 


Of course, you can still win through military conquest as well. That just sort of goes 
without saying. Once you've killed everyone else, c: one of the ноза 
victory conditions is a (relatis snan — p 


in the scenario are tribe specific. Even so, 
ross the board, no matter which tribe you 


* Even if you aren't trying for the “complete all quests” victory, you should still accom- 
plish the occasional quest. Every one of them offers you some kind of immediate reward, 
and each one you complete delays Volsang's befoulment by an average of 20 turns. (See 
the “Triggered Events and Quests” section for details.) 

* Kill a Worm unit as soon as you can. This stops the constant creation of barbarian 
Barrow Wights, which plagues the Surface World. (See the sidebar for more information.) 
4 ПЕРЕ • Seck out and kill the Elder Dragon (Surface 
To locate a set of World, map coordinates 62,16) to obtain the 

coordinates on the mp, | 4s) = Dragon Lore Advance. Then you can build 

simply right-click on a Е Dragon units. 

Terrain square. The ase 

coordinates appear in 
the Status Window 
above the Terrain type 
(see Figure 11-5). Fic. 11-5. DETERMINING THE MAI 
COORDINATES OF A TERRAIN 
SQUARE 


* Complete the Frost Giant, Fairy, and Treefolk quests as soon as possible. (See the 
“Triggered Events and Quests” section for details.) All are fairly easy to accomplish, and 


they provide you with useful units. 

* Avoid building cities in the Southern Hemisphere of the Surface World. When Volsang 
befoulment is triggered, i it begins on the southern tip of the main continent and spreads 
north with each successive round, destroying all the cities in its path. 

* Research Siegecraft as soon as possible if you plan on playing aggressively. 


sm as quickly as 


* As always, it is important to upgrade your government from Des 
possible. Monarchy should be one of your first research goals. | 

* As in the Fantasy Game, visit as many goody huts as you can early in the game. Free 
units and free Advances are always helpful. "n 
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THE WIGHT STUFF 
Those pesky Barrow Wights! If you've already шей the. 
units that are killed anywhere on any of the four maps are 
Barrow Wights. These guys appear randomly at one of a num 
tions on the Surface World and immediately make a beeline toward. 
— Once there, they cause all kinds of damage, not the least of which 
more units which means the appearance of more Barrow Wights. 

Every time this occurs, you get a message that tells you what has happened a 
message also tells you that if you manage to kill a Worm, the Barrow Wight nastiness 
Unfortunately, theres never a Worm around when you need one, and they arent exactly 
est things to kill. So you're stuck with the Barrow Wights for a while, right? 

Well, not necessarily. There is a way to stop the Barrow Wights from appearing. It takes som 
doing and some exploration, but if you want to keep your cities safe from these guys, it’s worth 
the effort. 

The barbarian Barrow Wights appear at specific map coordinates on the Surface World. 
While the actual generation point is randomized, it is always one of these hard-coded locations. 
The map coordinates for the Barrow Wight generation points are as follows: 


* 65,117 • 4,4 
* 65,123 * 6,4 
* 68,124 * 8,4 
* 74,114 * 10,4 
* 2,4 * 12,4 


As we mentioned, the game chooses where a Barrow Wight appears randomly from one of the 
above coordinates. However, it is unable to generate a Barrow Wight if those coordinates are 
already occupied by a unit (or if the site happens to be in an Ocean). 

So, heres what you do. Find the Barrow Wight generation points in or near your territory, 
then move units into those squares and fortify them. That’ i it. This forces the game to generate 
Barbarian Barrow Wights somewhere other tha ur ci f you're really industrious, you 
can prevent the appearance of Bar ^ 

шк that’s a Ш] 


TRIBE SPECIFICS 


of 4 (MAMTA Now that we've let you in on some of the general scenario strategy guidelines, it's time to 
look at each of the tribes individually. As in the Fantasy Game, each tribe has advantages 
and disadvantages based on its indigenous world, its unit mix, and the Advances available 
to it. In the scenario, its starting location also figures into the mix. 

The following sections provide you with some important tips on how to succeed witk 


| map- and tribe-specific 
hints in Chapter 10 for 
some additional insight. 
Most of the more gen- 
eral hints that apply to 
the various tribes in the 
Fantasy Game apply 


here as well The Buteo have some distinct advantages in the 
scenario. As in the Fantasy Game, they have an 


each of the seven tribes. 


entire map to themselves at the start of the game 
Near their starting position are a number of 
=] empty continents, all of which are teeming with 
goody huts. One of your first goals should be to 
expand out onto some of the nearby continents 
and build up your empire. 
| The Barrow Wight problem (see the sidebar earlier in this chapter) doesnt really 
| affect the Buteo, at least not in the Cloud World. Volsang's befoulment doesn't bother 
them much either, but it is still in your best interests to complete some quests and delay 
these events as much as you can. 

As in the Fantasy Game, your best path to victory with this race is research. The fol- 
lowing are some guidelines to Buteo victory in the scenario. 


* Remember, Buteo units are great early game scouts. Use this ability to explore, explore, 
explore. Find as many goody huts as you can and exploit the free stuff. 

* Once you start building cities on the Surface World, watch out for the Elves. (If you 
drop down directly below your capital city, you find the Elves to the east.) For whatever 
reason, these guys are always hostile toward the Buteo. If you need to attack an Elven city 
remember that they are always well defended. Your best bet is to use a Skald unit to bribe 


the city away from them. 
l Goblins EN build their first Surface cities in a southern part of the large 
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* If you do find yourself at war with the Goblins, don't try to de 
turf in the Underworld. Instead, isolate their cities on the Surface 
nels to the Underworld. 


* Barbarian Frost Giants and Treefolk can and should be bribed into your 
need to wage war on any of your neighbors. 

* Pillaging roads is a great general tactic for the Buteo. One of your major ad 
the mobility of your units. You increase this advantage by reducing the mobility о 
opponents. This works especially well against Elves, whose powerful units tend to 
rather slow. 
* Commune is usually the best government for the Buteo. It reduces befoulment without 
sacrificing research. 

* Because expansion is important to the Buteo strategy, the construction of Astral and 
Temporal Portals in each city helps immensely. By facilitating quick travel between cities, 
you can easily protect your vast empire. 

* À great combination for the Buteo is to combine the previous strategy with Fireballs. 
Once you acquire this unit, you can use your Astral and Temporal Portals to move the 
Fireballs to any city you want in response to any outside threat. This should be used pri- 
marily as a deterrent/retaliatory strategy, however, because Fireball Shields in your oppo- 
nents’ cities could quickly turn the tide of an all-out Fireball offensive. 


ELVES 


Of all the tribes in the scenario, the Elves 

arguably have it the best. Right from the start, 

{ they are in an excellent defensive position. They 

begin the scenario on their own little island, and 

f] their capital city is surrounded by a whopping 

17 Tree Guard units. With the ongoing defensive 

{| advantage that is indigenous to the Elves (see 
Chapter 10 for details) it’s hard to hurt them, 

and their superior mix of offensive and defensive units allows them to pursue any path 

to victory. [e 


continent. Isolation is nice and 


sland in order to succeed. 


* On the subject of empire-building, expansion is relatively easy on the large continent 
due east of your capital since it starts off empty. 

* As in the Fantasy Game, Weaponry is an important early Advance. Elven Archers are 
extremely useful units early in the game, both offensively and defensively. Druid Lore and 
DITETEUTIUNE the resulting Tree Guard unit should be your next unit-related research goal. 
mam ° If you need to boost your production, find some Goblin tunnels or Gates of Hel 


ЖШШЕ ЧЕ entrances and establish a couple of Underworld cities. 
prepared to defend your cities 


d * If you are forced into a prolonged war, make a research beeline to Siegecraft. 
in this area. 


* As in the Fantasy Game, take advantage of the Fairy unit. Use Fairies to steal Advances 

or destroy enemy City Walls just prior to a siege. 

* Because the Elves can take any path to victory, you can sit back and let the game flow 
y ALORI rather than commit to any one victory path early in the game. Other tribes dont have 
"The Gates of this luxury to the extent that the Elves do. 

Hel, natural points of 

egress from the Surface GOBLINS 

World to the ! 

Underworld, are located 

at various points on the 

Surface World map. 


The Goblins are a military-intensive tribe 
in the scenario, just as they are in the 

ll Fantasy game. There's no need to entertain 
B the thought of a research victory in their 
case—they just get off to too slow a start in 
that area for it to be practical. Your best bet 
is to use the Goblins’ relative isolation and 


strong, cheap, military units to shoot for a 
conquest-style victory. Here are some additional hints for Goblin success. 


* Although you share the Underworld with the Stygians, you're still relatively isolated. 
Use your early game time to build up a few Underworld cities and start cranking out 
military units. 
* Speaking of the Stygians, make their early destruction one of your first military goals. 
Though their widespread natural teleporting abilities can make Stygian units hard to 
catch, you should be able to trounce them early on and grab all the production wealth of 
the Underworld for yourself. 
е As soon as it's feasible, build (or conquer) a few cities on ш Surface to help balance ou 
_ ya Trade-poor Underworld burgs. 
- T7 — '* Fanaticism. Leam it. Use it. Embrace it. 
* Use the Goblin Mi ers tunneling abilities to bypass enemy unit 
launch sneak att ac 
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* Build the Round Table Wonder. Goblin units are good, but 
are great. 

* The Wizard's Conclave Wonder (Midgard's Great Library) is extreme 
rowing the research gap between you and your more intellectually gifted 
the usual poaching of Advances with Skalds is always helpful. 

* Even if you can't take out opponents entirely, keep harassing their cities. Th 


them to commit their resources to defensive concerns, slowing both their research 
their expansion efforts. 


HUMANS 


There’s not much to say about the Humans 
in Midgard. They are in pretty much the 
same situation as they are in the Fantasy 
Game—very capable defensively but not 
tremendously threatening offensively. In the 
scenario, you share the main continent with 
{ the Infidels to the south, and you have the 


Elves sitting just off the coast to the east. 
That means youre likely to need that defensive capability just to get by. ' 


With the Humans, any path to victory is equally difficult. Here are a few suggestions 
that should help. 


* Make an end-run for Weaponry and the excellent Housecarl defender. It’s your best 
chance of surviving long enough to make a dent in this scenario. 

* Farly on, focus almost exclusively on expansion. Remember, the Elves and the Infidels 
are just a stones throw away, and they're expanding too. The faster you spread out, the 
more choices you have and the more land you control in relation to your neighbors. 

* [f you want to pursue a peaceful strategy, expand offof the main continent. (The empty 
island to the west is a fine choice, but watch out for wandering Elves who might have the 
same idea.) Researching the Astrolabe Advance gives you the Dragon Boats p need to 
make the exodus. (апанта уои со 


journey.) 
* Like the El с ded y bu ilding a couple of 


ountains of the big continent 


in an-exclusive Fairy unit for your illicit 


* The Excalibur Wonder should be on your “must build" list if you want to maintain 
amicable relations with your neighbors. 


INFIDELS 


The Infidels start in the worst possible position in the 
Í scenario. Their capital is near the southern tip of the 

Ң large Surface World continent, just a short distance 
from the barbarian city of Rot. This area is the first 
affected by Volsang’s befoulment, and it’s often over- 
run by barbarian Barrow Wights very early in the 
game. Getting through the early stages of play is the 
hardest task for the Infidels. 


"NOTE If they do manage to make it through the tough start, the Infidels can be played 
«(ur hats are off much like the Goblins, pursuing victory through superior strength. Here are a few tips 


to anyone who that should help your cause: 


manages to win the 
game with this belea- 
quered tribe. You earn 
maximum bragging 
rights if you can pull 
it off. 


* Defense and early pacification of your neighbors are extremely important. Can you say 
“City Walls” and “Excalibur”? 

* Weaponry and its strong military unit—the Berserker in this case—are once again of 
paramount importance. A couple of fortified Berserkers can help protect your cities from 


the inevitable Barrow Wight attacks. 
* Speaking of Barrow Wights, the Infidels can make fine use of the anti-Barrow Wight 
strategy presented in the sidebar earlier in this chapter. In fact, it could be your best 
means of surviving the early game. 
. Migrate. as quickly as possible to the north. When Volsang’s befoulment starts, it's 
bound to encompass your starting position. The only way you can survive is to expand 
quickly before this occurs. 

* One word: Fanaticism. 

* If you can survive the Barrow Wight onslaught, wiping out the Humans should be no 
- : problem—long and drawn out, perhaps, | but ultimately no problem. Your migration to 
north _ jou quickly i into their "ie of maus. 
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MERFOLK 


The Merfolk are, by far, the easie t 
Midgard scenario. Their isolation on 1 


Undersea map leaves you free to expand a 


any victory path you choose. If you are a | 


this is the perfect tribe for you. 
Here are some tips for succeeding with the 


Merfolk: 


* Original Game strategies and tactics apply here, especially at the beginning. You can just 
casually expand your empire on the Undersea map, gathering free stuff out of your exclu- 
sive goody huts. The only military threats early on are the Undersea barbarians, such as 
Unspeakable Horrors. If you follow normal city defense rules, you should have no prob- 
lem surviving. 

* If you choose to follow the conquest route, pop up to the Surface as soon as possible 
and ambush the lightly defended coastal cities. 

* Because you are so isolated, make the Crown's Emissary and Wizard's Conclave 
Wonders high priorities. They help you stay in touch with and get some free Advances 
from your opponents without having to physically contact them. 

* Militant players can benefit from the Kraken, a late-game Merfolk unit that is wonder- 
ful at wreaking havoc on your Surface World enemies using the Sorcerers, Lightning 
Bolts, and Fireballs it can carry with it. 

e If you continuously expand your empire on the Undersea map and keep tweaking your 
research with the appropriate Wonders and Advances, no other civilization should be able 
to come close to your success in research. You'll achieve a research victory before they 
know what hit them. 


STYGIANS 


Second only to the Infidels when it comes 
to lousy starting situations, the Stygians are 
not a tribe we recommend to beginners. 
The Stygians’ starting position puts them in 
an area with sparse resources—a situation 

at contributes to slow growth. About your 
st hope when playing this race is to try for 
esearch victory. If you are left to your 


own devices—and with a little luck—you 


might just be able to get to Hanging from Yggdrasil 20 before your opponents even take 


notice of you. 
Here are some hints for success with the Stygians: 


* Your first task should be to use the nearby Gate to Hel and establish a presence on the 
Surface World. The island the gate leads to is mostly Haunted Forest, but at least it's iso- 
lated. If you keep your cities near the coast, they should do okay. 


CAUTION | you decide to inhabit the "haunted island," keep in mind that everything on it will be over- 


whelmed in the third round of Volsang s befoulment. 


* As soon as possible, sail west from the “haunted island" to the southern tip of the big 
continent. Another Gate to Hel in this area (located in map square 62,146) leads to a 
particularly resource-rich section of the Underworld that’s prime city-building real estate. 
(A nearby maze of tunnels takes you right to the Goblin starting point as well, so this can 
be a prime site from which to launch an invasion.) 

* Break the exploration rule discussed in chapter 7 and use your second starting Settler to 
build a city almost right away. Wandering around the neighborhood in this units case 
usually leads to grief. 

* If you are following the research path, locate your Underworld cities near Gems. 

* Use your meager production capabilities to build only the Wonders that help you 
toward your chosen goal. Being so resource poor, the Stygians really have to pick and 
choose when it comes to expensive building projects. 

* Use the superior capabilities of the Stygian units to end all conflicts as quickly as possi- 
ble. In the early to middle stages of the game, a combination of Fell Wraiths, Night 
Riders, and Barrow Wights should do the trick. 

Use all your military power to destroy the Goblins very early in the game if possible. 

If you can manage this feat, you have the Underworld for your own private playground. 
* If conques is your preference, the Witch unit is worthy of your attention. It is one 
of the few non-Buteo units that can reach the Cloud World and occupy cities there. 
Given the generally weak nature of Buteo units, they should fall before your Witches 
with little effort. 
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RANDOM BARBARIAN 
NASTINESS 


lists the various units, their chance of appearing each turn, the number thai meha appear, 
and the possible coordinates of their appearance. 


RANDOM BARBARIAN UNITS 


TABLE 11-1. RANDOM BARBARIAN UNITS 


UNIT CHANCE NUMBER POSSIBLE COORDINATES 
OF APPEARING APPEARING 


11м 15 


- 


JORMUNGAND'S SPIT 82,4/82,6/81,5/81,3/83,5/83,3/82,2 


FAIRY 11м 40 1 65,41/51,69/65,99/70,66/60,66 

DRAGON 11м 100 1 62,18/78,22/61,29/112,14/103,21 

SKELETON 1 IN 10 1 65,123/65,117/71,63/52,46/51,73 

GREAT BATS 11 15 1 65,123/65,117/71,63/52,46/51,73 

CRAG WOLF 1 IN 20 1 65,123/65,117/71,63/52,46/51,73 

DWARF 1 IN 33 1 73,25(U)/73,25/65,25/56,20/107,19 

FELL WRAITH 11N 15 2 65,123/65,117/71,63/52,46/51,73 

WITCH 1 iN 20 2 65,123/65,117/6,100(C)/88,124(C)/66,5(C) 
KRAKEN 11м 25 2 60,38/60,62/64,96/115,69(U)/116,102 

WORM 11м 45 2 63,79(U)/65,31(U)/88,104(U)/48,40(U)/109,109(U) 
WARLOCK 1 IN 20 2 2,106(C)/72,80(C)/66,42(C)/71,87(C)/67,125(C)8,106(C) 
GRIFFIN 1 IN 33 3 5,103(C)/70,68(C)/65,119(C)/66,112/118,62 
FROST GIANT 1 IN 15 3 57,65/61,65/60,46/60,86/61,65 


TRIGGERED EVENTS AND — 
QUESTS b= Unless other- 


wise noted, the coordi- 
nates in Table 11-1 are 
Surface World coordi- 
nates. (C) indicates 
(loud World coordinates 


In the Midgard scenario, like the Fantasy Game, lead designer Mick Uhl has made 
extensive use of Test of Times “macro events tool" to create a series of events and player 
quests throughout the game. 

In the scenario, however, these events and quests play a much more significant role 
than they do in the more random Fantasy Game. For example, the “befoulment” caused 


and (U) is in the 
Underworld. 


as =н starts to break free has pur significant i impact on certain sections of the 


oe the quests themselves. 


LSANG'S BEFOULMENT 


m the moment you start the Midgard scenario, a clock is set in motion, counting off 
the turns until the end of the world. This is represented by the struggle of the evil wizard 
Volsang to undermine the spell that's imprisoning him. Every time he manages to weaken 
his magical bonds, he transforms more of the Surface World into Wasteland. If he man- 
ages to break free entirely, the entire Surface World except for Mountains, Oceans, and 
Flytrap Island (see the “The Quests” section for details) is laid to waste. At this point, 
regardless of your situation, Volsang wins, and you /ose. 

Volsang's befoulment takes place over a series of six separate events. 


1. Volsangs first befoulment of the land occurs some time between turns 150 and 200 
(randomly decided). He transforms a small region centered on the square (65,122) to 
wasteland. This 18x24 square area is just north of the barbarian city of Rot. He leaves the 
Glade and Mountain squares alone. (In all of his transformations, he ignores only the 
Mountains and Oceans. He spares the Glades just this once.) 
2. Volsang second befoulment occurs some time within the next 50 turns after the first 
one (randomly decided). He transforms all of the Glade in the region originally affected 
to Wasteland. 
3. The third befoulment occurs some time within the next 50 turns after the second (ran- 
domly decided). He extends his ring of Wasteland to a rectangular area encompassed by 
the opposite corner squares at coordinates 44,98 and 86,152. 
4. Volsanga fourth befoulment occurs some time within the next 50 turns after third 

: extends his ring of Wasteland to a rectangular area encompassed 

16,60 and 99,161. He ignores Flytrap 
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* Great Worm 
* Frost Giant 
* Elder Dragon in the Underworld Labyrinth 
* Hidden Dwarven Hoard 


* Jack O’Lantern 
* Brian’s Expedition : that all units and cities that 
• Rot exist on terrain transformed 


into Wasteland during 
Volsang's befoulments are 
| destroyed. It might be wise to 


build cities far to the north 
Wonder before turn 150, the period in which Volsang’s first outbreak can occur expands BEREIT: World, or on 


Each completed quest adds, on average, 20 turns to the period under consideration. 
For example, if you manage to bribe a Frost Giant and complete the Brian's Expedition 


from anytime in the next 50 turns to anytime in the next 90 turns. Because the actual the other worlds, if you don 
turn is randomly selected, the first outbreak might still happen on turn 150, but che law ДОШ 
of averages dictates that it will most often be delayed by 20 turns from the initial mean T 
outbreak—turn 174/175 to turn 194/195. Completed quests are factored in the delay 
period for all subsequent outbreaks as well. 


QUESTS 


As we mentioned earlier, the quests in the Midgard scenario are a lot more important to 
the overall scope of things than those in the Fantasy Game. The successful completion of 
all the quests is one of the possible victory conditions of the scenario. It's the most diffi- 
cult way to win, but it is a way to win, nonetheless. 

The remainder of this chapter describes all of the quests and the rewards you receive 
as a result of completing each. 


LEARNING RUNES 
There are five objects sprinkled about Midgard containing runic texts that can furnish 
you with valuable information about the quests. (You need to research the Rune Advance 
before you can decipher their messages.) 

The general gist of each runic message is listed below. 


* Upon defeating a barbarian unit, you discover a map giving the location of the 


barbarian city of Rot at the coordinates 68,124 on the Surface World. (The Rot quest.) 

* Once you have the goblet in your possession, you read an inscribed message that 
promises that all drinkers gain eternal life. (Appears after the Rot quest.) 

* With the discovery of the Niebelungenlied Advance, you find a map that directs you to 
square 118,140 underground. It also hints that you might need to dig to get there. 
(Describes the Elder Dragon in the Underground Labyrinth quest.) 


QUEST 1: 

FLYTRAP ISLAND 

Centered on Surface World map coordinates 
27,107 is a small island entirely covered with 
barbarian Giant Flytrap units (except for one 


»~>NOTE 
Fy All of the first 
10 quests listed here 
must be completed 
in order to complete 
the Glorianda’s 
Mirror quest. 


empty Glade square at the northern tip). To 
complete this quest, you must fight your way to 
the center of the island and defeat the Giant 
Flytrap there. (There appear to be two units there 
because of the event flag unit that is also present 


in the square.) 
Your rewards for completing this quest include the following: 


* a 20-turn delay of Volsang's next befoulment 
* 2,000 Gold 
* a ruby (which is used with the goblet in the Rot quest) 
diy right whee the Set * a piece of parchment (which is part of the build up to the Gloriandas Mirror quest) 
unit stands. | built үр Жш Settler 
B sland to contain the highest B e Island (with one nicely developed land square) 
concentration of productive — 
Terrain anywhere onthe. Go doi EN. get the island outright, but you do have squatting rights to it. This 
| Surface World and made is a prime piece of real estate (once the Flytraps are gone). Not only is it a great spot for a 
еей а. city in general, but it remains untouched by Volsang’s befoulment incidents. That makes 
t the only truly safe place to build a city on the Surface. 


Designer's Hint: Build a 
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start by bribing a barbarian Treefolk unit. He gives you the locati. 


sapphire (which you need to complete the Rot quest). 
Located at coordinates 62,16 on the Surface World is an Elder Drag 
holding a princess hostage. Defeat him and you have completed this quest. 


rewards include: 


* a 20-turn delay of Volsang's next befoulment 
* 2,000 Gold 
* the Dragon Lore Advance 


* a sapphire (for use in the goblet in the Rot quest) 
* another piece of parchment (for the Glorianda’s Mirror quest) 


QUEST 3: THE UNSPEAKABLE HORROR 
IN JORMUNGAND'S BELLY 


At Surface World coordinates 82,4 (near the 
pole, northeast of the large continent) is the 
maw of the Great Worm known as 
Jormungand. You need to get inside, so you 
have to visit the island with a unit that can 
teleport to the Underworld. Once you do, 
follow the long, winding passage (composed 


of the charmingly named Snake Belly, 
Alimentary Canal Terrain) until you find an 
Unspeakable Horror unit. If you manage to kill the thing, it turns into a Griffin who 
swears allegiance to you. Quest completed. 

Your rewards for completing this quest include: 


* a 20-turn delay of Volsang's next befoulment 

* 2,000 Gold 

* another piece of parchment 

* an emerald (used for the goblet in the Rot sue 
* the Runes Advance 

* a Griffin unit of your 


re to do is Pd. a Worm. unit and kill it. 
ght want to look.) Your rewards for killing 


O-turn delay of Volsang’s next befoulment 
* 1,000 Gold 

* the cessation of Barrow Wights entering the world as a result of units dying 
(This happens no matter which race kills the first Worm.) 

* another piece of parchment 


QUEST 5: 
FROST GIANT 


This is another pretty straightforward task. Check Table 11-1 for the likely location of 
Frost Giants, find one (any one will do), and bribe it. If successful, your quest is com- 
plete, and you receive the following rewards: 


* a 20-turn delay of Volsang's next befoulment 

* a Frost Giant unit of your very own 

* a cessation of the appearance of Barbarian Frost Giants for the rest of the game 
* another piece of parchment 


QUEST 6: DWARF KING AND 
THE HIDDEN DWARVEN TREASURE HOARD 


After Volsang's first befoulment, Dwarves start appearing in the northern regions of the 
Surface World. Be the first one to bribe one of these units. In gratitude, the Dwarf will 
give you: 


* an army of six additional Dwarves 
* the Metalw 
toc 
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QUEST 8: 
BRIAN'S EXPEDITION 


Heres another no-brainer. All you he 
the tribe that builds the Brian’s Expe 


j Once you do, some time in the next 30 tu 


"EC M receive the following: 


* a free Shield Boat unit 
* the Huginn and Muninn Advance 
* another piece for your parchment collection 


QUEST 9: ELDER DRAGON 
IN THE UNDERGROUND LABYRINTH 


This is a tough quest—Elder Dragons are always tough. This particular one is located 
in the Underworld, at coordinates 118,140. Once again, killing the Elder Dragon com- 
pletes the quest, and this time there are no prerequisites—the quest is complete whether 
you learn about the Dragon through normal channels or go straight to his location on 
your own. 

Your rewards include the following: 


* a 20-turn delay of Volsang's next befoulment 

* 3,000 Gold 

* a four square by four square area around the victorious unit transformed into Cave of 
Wonders terrain 

* another piece of parchment 

* Gloriandas Mirror (needed—obviously—to complete the Glorianda’s Mirror quest) 


QUEST 10: ROT 


This is one of the toughest quests, since its completion involves the taking of a реу 4 NOTE 
The city in question is the barbarid town nof e at Surface World „чү you fail to 
complete this quest 
before Volsang's befoul- 
ment destroys Rot, that 
ends your chances of 


winning by 
completing quests. 


* Automatic reincarnation for your tribes Hero unit (If killed, the unit reappears in your 
capital city fully regenerated. This is an effect of the Votive Goblet and only works if you 
have already picked up the ruby, emerald, and sapphire from the earlier quests—other- 
wise, the goblet doesn’t function.) 


GLORIANDA’S MIRROR—THE GAME WINNER 


Once you have Glorianda’s Mirror from Quest 9 and all of the various pieces of parch- 
ment in the aforementioned quests and you discover the Bifrost Advance, you get a mes- 
sage from the gods of Asgard. They tell you you've passed all their tests so far and if you 
pass one more, they'll help you with your Volsang problem. 

At this point, the topography of the Surface World changes slightly, making the 
island at 51,89 accessible from the mainland. Go to the island and defeat the 
Unspeakable Horror there. If you succeed, you find the Rainbow Bridge, and you win 
the game. 


THE REST OF THE QUESTS 


From here on out, the quests described do not delay Volsangs arrival. They do, however, 
reward you in some way for their completion—some rather handsomely. 
The remainder of the quests include the following: 
БИ Тол Griffin: This ones sort of automatic. Everyone who has discovered the Griffin Culture 
TM Ml Advance by the time round four of Volsang’s befoulment begins has a 1 in 25 chance of 
the Enemy Capitals getting a free Griffin unit in his capital city every turn for the rest of the game. 
TENET, Enemy Capitals: Every time you capture another tribe's capital city, you get a piece of a 
that Volsang will no magic ring. Should you capture all of your opponents capitals (thus receiving the entire ring) 
longer be a threat to it delays Volsang’s next befoulment incident for 200 turns. In addition, the game stops gener- 
| you-not to mention the | ating most of the barbarian creatures listed in Table 11-1 for the remainder of the game. 
military advantages. A Call to Arms: Some time after the first befoulment, your Hero unit shows up (preced- 
Med by a message announcing his pending arrival). Shortly thereafter, a slew of barbarian 
Jack O'Lanterns appear at a number of locations on the Surface and in the Underworld. 
(Ostensibly, you need to bribe one of the Jacks to get some info, but you can skip this 
step.) Send a diplomatic unit (a Skald or = tc to the “embassies” of each of the tribal 
ers These are located as follows: 
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Provided you make this visit before the second round of Volsa 


complete the quest and receive 500 gold. You also receive a free unit : 
race—an Ice Drake for the Humans, Infidels, or Elves; a Kraken for thi 
Griffin for the Buteo; or a Worm for the Goblins or Stygians. 


Golden Shipwreck: Some time after the fourth round of Volsang’s befoulmen 


message regarding the “one true ring" and its location (a shipwreck at Underse: 
nates 113,159). Defeat the Skeleton you find there and you complete the quest. | 
for your efforts, you get a whopping 10,000 gold and a spotless reputation. 
Unfortunately, there is also a possibility that you'll trigger Ragnarok, the war еме 
the gods and the Ice Titans that lays waste to the world, on some turn after discovering 
the ring. 

Fairy: To complete this quest, be the first one to bribe a Fairy unit. You receive not only 
the unit, but the Song of Dreya Advance as well. 

Jormungand’s Spit: To complete this quest, be the first one to slay a Jormungand’s Spit 
unit. You receive the Eldritch Lore Advance for your troubles. 


There is a | in 20 chance every turn after you complete tthe Golden Shipwreck quest that the end of the world will be 
triggered. Luckily, there's also a | in /6 chance that the Stygians (the holders of the technology that triggers Ragnarok) 
t will /ose said technology-thus canceling Ragnarok. If you have an embassy with the Stygians, you can monitor the 
А [pr progress of these random chances by checking for “Ragnarok” in their list of Advances. If they have it, there's still a danger 
— the world might end. If they don't, Ragnarok is averted, and you get away scot-free. 


SCENARIO 
BUILDING TIPS 


ted creating their own scenarios, and with how much enthusi- 
was for those people that we developed 
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than they were for Civilization II. Where you put your scenario folder makes a 


difference in what kind of game you make. 

The four random-start games included with Test of Time (Original, Extended, | 
Fantasy, and Science Fiction) are divided into types, based primarily on the potential 
for sharing files and other resources. Therefore, all the files needed for the Extended 
Game are actually located in the Original folder. The Extended Game is considered a 
"derivative" of the Original Game; the two share the majority of their files—these define 
the game text, graphics, animations, sounds, etc. 

Take a good hard look at your scenario and decide which of the three included game 
types it most closely resembles—Original, Fantasy, or Sci-Fi. Which game has the most 
things you expect to "borrow" for your scenario? Then consider your scenario a derivative 
of that game, and create your scenario folder within the folder for that game. 

That might not be the clearest explanation, so let's take an example. Say you're 
building a scenario based on the American Civil War, but you want to throw a wrench 
into things by having alien invaders arrive on Earth during the war. That scenario should 
be a derivative of the Original Game. Why? Well, you're using Earth-based terrain, so 
why recreate it? The same goes for many of the units, their animations and sounds, City 
Improvements, etc. Plus, there are aliens (animated) readily available. By placing your 
scenario folder in the Original Game structure, you get a lot of things for free. The 
"derivative" idea allows you to only put the files you've changed into your scenario folder, 
rather than recreating the entire game. This method lets you minimize the number of files 
you need to duplicate. 


CREATING AND IMPORTING 
MAPS 


In Civilization II, ever 


However, you can still use the old Map Editor if you have it. It comes with every 
Civilization II game up to this point, so if you own any of those, you have the editor. 
Use it. Maps you create with that tool work just fine in Test of Time. 

If you don’t have the Map Editor, you still have a number of options. Maybe you 
can use one of the premade maps that comes with Test of Time. Take a look in the game 
folders and find the files with the .mp extension. These are listed in Table 12-1. If one 
of these matches what you need for your scenario, you're in business, but this isn’t the 
only alternative. 
PREMADE MAPS 


TABLE 12-1. PREMADE MAPS THAT COME WITH THE GAME 
FILENAME SIZE DESCRIPTION 


UNITED STATES 


EASTUS.MP 47 x 120 THE EASTERN PORTION OF THE 
EUROPE.MP 75 x 120 INCLUDES EUROPE, SCANDINAVIA, 
THE ATLANTIC OCEAN, MOST OF ASIA 
AND THE MIDDLE EAST, AND PARTS OF 
| NORTH AMERICA AND AFRICA 
| GREECE.MP 50 x 80 COVERS THE EASTERN PORTION OF THE 
MEDITERRANEAN SEA, THE MIDDLE 
EAST, AND THE ARAB WORLD AS FAR AS 
WESTERN INDIA 


MEDITERR.MP 50 x 80 CENTERED ON THE MEDITERRANEAN 
SEA; INCLUDES GREECE, ITALY, 
| SOUTHERN SPAIN, NORTHERN AFRICA, 
| ‚ AND SOME OF THE MIDDLE EAST 


NAMERICA.MP 50 x 95 NORTH AMERICA 


PACIFIC. MP 75 x 120 INCLUDES THE PACIFIC OCEAN, JAPAN, 
AUSTRALIA, SOME OF THE OTHER 
LARGE ISLANDS, EASTERN ASIA AND THE 
KOREAN PENINSULA, WESTERN NORTH | 
AMERICA, AND A PIECE OF INDIA : 


SAMURAI.MP. 50 x 120 FOCUSES ON THE JAPANESE ISLANDS; 
INCLUDES PART OF THE KOREAN . 
PENINSULA AND ONE FICTITIOUS ISLAND | 
IN THE PACIFIC - cc 


-WORLD.MP 75 x 120 J THE ENTIRE EARTH 


THE ENTIRE EARTH 
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Another way to get the map you want is to make it yourself. W 
Editor, this is more time-consuming, but it's far from impossible. Firs 
you want out of the map, in broad terms. When you have a pretty firm i 
can get something approximating your map from the random map generato 


ple, if you want an Earthlike map, start up a few Extended Games, because you gt he Export Map feature is 
Earthlike maps to choose from. If you try this a few times and it’s not working, ji = also an easy way to make 
for anything remotely close. Then use the Export Map function on the new Map men iles out of interesting or 
to create a file from this map. potentially useful randomly 


B Generated maps, or the maps 


Next comes the tricky part; you need to use the Events Macro Language. Create an _ from the Mila senari 
: ШИШ Scenario. 


events.txt file (this procedure is covered in the game manual) with a bunch of events that 
look something like this: 


Turn 

Turn-2 

ChangeTerrain 
Terraintype-z 

Maprect 
x1,y1,x2,y2,x3,y3,x4,y4 
Text 

Done! 


Endtext 


In these events, “z” is the type of terrain you want to create, and “х1,у1” and so оп 


are the coordinates where you want to create it. (The details on how this works are in the h ү NOTE 
manual.) Design these events to manipulate your exported map into a closer approxima- - This system 
tion of the map you actually want. Now, start up a game using the map and wait for the Iff creating maps is less 
events to occur (Done!). There only one step left. than perfect. Among 

After the events have played out, turn Cheat Mode on and make the final detailed other problems, it does 
changes to your map using the Change Terrain at Cursor option on the Cheat menu. not allow you to add or 
This is the time-consuming part. Export your new map when you're done. remove rivers, 


When the time comes to actually create your scenario, though, how the heck do you 
get four (or three or two) maps into it? That's the easy part, thanks to the new Map 
menu. The only possible complication is making ener sure of two things: 


How do you know the size of a map? If you use the Map Editor, you have to set the 
size—so you know it. If not, open the map (by starting a game with it) and move the 
cursor to the southernmost tip of the "date line," the zero line of the terrain coordinates. 
The largest coordinates you can find are equal to the size of the map. 

When you begin the game that will become your scenario, use the Start on Premade 
World option and choose to play on the map you intend as your Map 0. Once youre in 
the game, use the Import Map option on the Map menu to import the map file you want 
as your Map 1. Repeat this to import Map 2, then again for Map 3. Thats it. As long as 
you do it in the right order, you should have no trouble. 


THOSE PESKY ANIMATIONS 


| 

| 

| о CAUTION Some of the advice in this section involves moving and renaming files important to the game 

| ; е program. Mistakes can cause the game to function improperly or not at all. In addition, because you ve been fooling with things 
oM you shouldn't, Customer Service might not be able to help you. Make copies of any files you intend to modify and keep them in 
| E à separate folder. If you still experience difficulties and cannot find the cause, uninstall and then reinstall the game. 


One of the really fun parts of making your own scenarios is creating new units and 
terrain. All it takes is some imagination, a text editing program, and a program that lets 
you edit bitmap (bmp) files—and Windows comes equipped with both programs. 
When it comes to getting your new units and terrain into the game, however, there 
are some important differences between Civilization II and Test of Time. The good news is 
that the static images (icons) for all the units are still іп units.gifor the alternate 
units.bmp. The bad news is that the unit animations are not in any file that you can edit. 
Next, even though there are still terrain art files named zerraiz1 and terrain2, there are 
also terrain3 through terrain8—and they're all bmp files now, not gifs. The new files are 
just the art files for the extra maps. Each map uses two, one for the base terrain and 
Special Resources, and one for whatever passes for Mountains, Rivers, Hills, Forests, and 
coastlines on that map. You cant edit the Special Resource animations, either. 
- So let's say you change the look of a few units and some terrain by editing the art 
You fire up the game and take a look. There's your terrain, no problem; but wheres 
nit? They all look just like they did petore Well, that's because the animations over- 
ic image. What can you 
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To switch off only the animations for certain units (the 
the unit animations turned on. Exit the game and look in the de 
category. (If you dont know what that means, go back and read “Loca 
You'll notice a whole mess of files with the .spr extension. Those are the 
ones for units are named uzitZ£.spr, with “##” being the number of the 
(What's a unit slot? Read “Brief Guide to Rules.txt” to find out.) 


* The normal units you can modify run from 00 (Settlers) to 79. 
e unit80.spr is the animation for the Barbarian Leader. 
* Dont mess with unit99. spr. 


mbitious and clever 
cenario designers can figure 
= out how to exchange these 
animations in order to move 
Find the file that corresponds to the unit you want to de-animate, then simply units from slot to slot and 
rename іс. (It’s a good idea to make it something easy to identify, like oldspy.spr, to help vi thi iesu 
e won t Say that this won t 


you when the time comes to change it back.) Only the animations you do not rename у мю 
cause problems-we haven't 


show up when you play the game. 


actually tried it yet-but it 
Sure makes sense. 


With the Special Resource animations, you cant pick and choose as you can with 
units; it’s all or nothing. To switch them all off, simply rename resource.spr. That's it. 
When you want them back, change the name back. 


A BRIEF GUIDE TO 
RULES. TXT 


Without a doubt, the most important file for scenario designers is called rules. ext. It con- 
tains most of the rules that the game follows. If you're serious about creating scenarios 
and mod packs, you'll spend countless hours in this file. 

We havent room to cover all the details of fiddling with the rules. (Trust John on this 
one; he already wrote that book.) However, not giving you as much as we can would be 
negligent. Let's start with Table 12-2, which lists all the important sections of the file. The 
names of sections that are new in Test of Time appear in bold type. Afterward, we'll go 
over the most interesting ones. 


TABLE 12-2. THE SECTIONS OF RULES.TXT 


SECTION HEADER 
pemer 
@TERRAINI 
@TERRAIN2 
@TERRAIN3 


@SECONDARY_MAPS 


@LEADERS 
@ORDERS 


@ATTITUDES 


@CIVILIZE2 


@UNITS_ADVANCED 


@MAP_TRANSPORT_ 
RELATIONSHIPS 


@INI IAL SETTINGS _ 


СОМТЕМТ5 
DEFINITIONS OF ALL THE CIVILIZATION ADVANCES. 


EXPIRATION ADVANCES FOR WONDERS OF 
THE WORLD 


DEFINITIONS OF THE TERRAIN TYPES AND SPECIAL 
RESOURCES FOR MAP О 


DEFINITIONS OF THE TERRAIN TYPES AND SPECIAL 
RESOURCES FOR MaP 1 


DEFINITIONS OF THE TERRAIN TYPES AND SPECIAL 
RESOURCES FOR MAP 2 


DEFINITIONS OF THE TERRAIN TYPES AND SPECIAL 
RESOURCES FOR MAP 3 


ESSENTIAL CHARACTERISTICS OF MAPS 1-3 


NAMES, LEADER NAMES, AND OTHER ATTRIBUTES OF 
THE PREDEFINED CIVILIZATIONS (“TRIBES”) 


LETTER USED TO DENOTE CURRENT ORDERS ON | 
UNIT KEYS 


POSSIBLE ATTITUDE STATES FOR ALL CIVILIZATIONS 
CATEGORIZATION OF ADVANCES FOR THE PURPOSES 
OF DEFINING TRIBE-SPECIFICITY (WHO CAN 


RESEARCH AND OWN THEM) 


DEFINITIONS OF EACH TRIBE’S RELATIONSHIP TO 
THE ADVANCE CATEGORIES SET IN @CIVILIZE2 


ALL THE NEW UNIT ATTRIBUTES 
DEFINITIONS OF WHICH MAPS ARE CONNECTED TO 


WHICH OTHERS, FOR PURPOSES OF INTERMAP | 
TRAVEL VIA NATIVE ABILITIES AND TRANSPORT SITES. 


J STARTING MAPS AND FIRST UNITS FOR EACH TRIBE . 


THE NAMES OF THE TERRAIN FEATURES EQUIVALENT 
TO RIVERS ON EACH OF THE FOUR POSSIBLE MAPS. 


THE SOUND (wav FILE) TO BE PLAYED WHEN EA 
UNIT ATTACKS 


sake of brevity, we'll focus on the more complex sections, especially the 1 
€CUNITS ADVANCED. There are brief descriptions of every section in 
and those should suffice to get you through the simpler sections (or correct a 
we make). 


(COSMIC 


The @COSMIC numbers are important constants that help form the basis of the way the - 


game works. Be careful if you mess with these. You can cause all sorts of problems, 
including crashes. 


ROAD MOVEMENT 


This setting determines how many terrain squares a ground unit can move along a road 


(or a River) using one movement point. Therefore, the default value of 3 means that it 


d "NOTE 


costs one-third of a point to move along a road or River. This also controls the movement 4 

allowance of units with the Treats All Terrain as Road attribute. F a Don't forget 
that the Advances in 

CHANCE OF SHIP Loss slots 75 (Seafaring) 


Seagoing units with the Might be Lost Away from Land attribute, like Triremes, base and 57 (Navigation) 
their chance of sinking on this setting. Specifically, if this number is x, there is a 1/x (опе ЩЧ 
in x) chance of a unit disappearing. Adding to this number makes loss less likely, while loss, and the 
setting it lower, to 1, makes losses guaranteed. You should never set this number to 0. Lighthouse Wonder, 
whatever it's called in 


POPULATION EATS the scenario, eliminates 


This setting controls how much Food each point of population in a city costs in Upkeep it for one civilization. 


each turn. This is an essential component of the equation controlling the growth of cities. 
Lower this number, and all cities in de^ game grow more яшеу, Raise it, and population 


ets the size of the Food Storage 
it of population. The box 


rows you specify here. 


COLUMNS IN SHIELD Вох 


— This number is multiplied by the cost of the thing being built to determine the size of the 
Production Box—how much production must accumulate to complete the item. The 
label on this in rules.txt is wrong, however. You're not setting the number of rows in the 
box, you're setting the number of columns. Do not set this to 0. 


SETTLER UPKEEP 


The two “Settlers Eat” numbers determine the Food Upkeep cost of Settler-type units 
(those with a Role of 5). The first sets the cost for cities under early governments— 
Despotism, Monarchy, and Anarchy. The second is for Communism, Fundamentalism, 
Republic, and Democracy. This can safely be set to zero. 


HAPPINESS FACTORS 


SSE Next come two constants that determine the baseline for the unhappiness of city popula- 

MRE tions. City Size for First Unhappiness at Chieftain Level sets the size at which a city's next 
PUE ПИ citizen automatically joins the roster with an unhappy attitude. At the default setting, six 
higher than the second. citizens are content at Chieftain level, but from the seventh on, they’re ticked. Note that 
You can't build the at each higher difficulty level, this is reduced by one. Therefore, never set this lower than 


second improvement in 5. Do the subtraction—if this is 4 or less, the number of happy citizens at Deity level is 


à city until the first one 
already exists. 


less than 0. Expect the game to crash at that point. 

Riot Factor Based on # Cities works in a similar fashion. This controls the number of 
cities an empire can have before the next city begins causing unhappiness in every city. 
The default setting allows a civilization to have up to 13 cities—when the fourteenth is 
built or acquired, trouble sets in. Setting this to 0 is a really bad idea. 


SIZE LIMITS 


No city can expand beyond the sizes set here until it has the required Improvement—the 

one in Improvement slot 9 (Aqueduct) or 23 (Sewer System). Never set either of these 

numbers to 0. Also, setting either of them lower than 4 makes it almost impossible for a 
ШЫЙ city to get big enough to build the Improvement it needs to get bigger. 

The setting in B 

the Tech Paradigm d Н PARADIGM 

option in the Scenario T 

Parameters (found on 

the Cheat menu) super- 


sedes this. 
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TRANSFORM TIME 


This setting equals Ба һе number of turns it takes an Engineer i 
of 5 and the Engineer bit set on) to transform a terrain square to ano 
this to 0. 


SUPPORT 


The next three settings determine the number of support-free units available to 
under the three forms of government that allow them—Monarchy, Communism, 
Fundamentalism. (In Despotism and Anarchy, unit support is based on city size. 
Republics and Democracies pay for all units.) You can set these to 0, but there's a maxi- 
mum. Numbers above 8 are treated as if they were 8s. 


COMMUNISM: PALACE DISTANCE 


For Communism, cities suffer no corruption or waste. This is because the scope of those 
problems in a city is computed based on its distance from the city where the Palace is, 
and the default setting for this number says that for that government, the capital is always 
0 squares away. Raise this to increase the corruption and waste in a Communist 
civilization. You cannot set it lower than 0. 


FUNDAMENTALISM: LOST AND MAX SCIENCE 


When a Fundamentalist city generates Science, a percentage of it is lost—off the top—to 
religious intolerance, resistance to change, and plain ignorance. The “Fundamentalism 
loses” number determines that percentage, and you can set the loss to 0. 

A little later in the list is another factor that also deals with Fundamentalist Science. 
The “Max Science” setting determines how high a Fundamentalist empire can set the 
Science percentage of its Tax rate. It’s also okay to set this one to 0. 


PENALTY FOR CHANGING PRODUCTION 


This setting controls what percentage of a city’s accumulated production disagpears when 
a player switches the type of project being 
This has no effect on Chieft 


f you set this to 0, 
reach the ends 


Note that no matter what number you put here, Paratroopers cannot reach 


with this ability. 


MASS/THRUST PARADIGM 


This setting puts a limit on how fast siege engines and spaceships travel. The higher this 
number, the slower they move toward their destination. Never set this to 0. 


SCORE VALUES 


Test of Time adds several new cosmic constants, most of which are concerned with con- 
trolling the Civilization Score. The effects of these are pretty much self-explanatory, so 
we'll just give you a quick overview. 


* Citizens is multiplied by the sum of all the player's city sizes. 

* Wonders is multiplied by the number of Wonders the player controls at the end 

of the game. 

* Spaceship is a toggle. Setting this at 0 gives no points for any spaceship or siege engine; 
making it 1 preserves the original set-up. 

* Pollution is multiplied by the number of polluted squares within the city radii of the 
players cities at the end of the game. 

* Turns of peace is the total number of turns of world peace, but it only counts those 
after turn 199. Thisi is multiplied by 3 before being added to the score. 

is multiplied by tha number of Future Tech Advances Е 
imes the player dissolved alliances, ignored 


Нох Test of Time. They're both con- 


together. 
, but only the last four 
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Helicopters pick up huts determines whether ‹ 
Helicopter-type units—can pick up the contents of villages. 
Helicopters erased villages from the map, but did not gather their 
Set this to 0 to retain that function, or set it to 1 to allow 0-range air u 
huts. (This does not have any effect on other air units.) 


@CIVILIZE 


For each game, the entire tech tree and all the Advances in it are defined in this se 
rules.txt. Messing with this can be a complex task, and one in which little mistakes c: 
cause big problems. Be careful when creating or modifying tech trees; we heartily suggest 
diagramming things out before making your edits. To help you out, here is a quick run- 
down of all the data fields in a typical Advance definition. 


1. Name: This is the name of the advance, which should never be more than 15 charac- 

ters. Otherwise, it wont fit in the various displays. Use only letters, spaces, and numbers 

in names. 

2. AI Value: The AI tribes use this number to determine what to research. The higher this 

number, the higher priority the AI places on the Advance (modified by the next field). 

Dont ever set this below 1 or above 9. 

3. Civ Modifier: Based on the settings for each tribe in @LEADERS, this value modifies 

the priority the AI puts on this Advance. "Civilized" tribes count a positive value here 

toward a higher priority, and a negative value lowers it. The opposite holds true for *mili- 

taristic" tribes. No good can come of setting this higher than 9 or lower than -9. 

4. 1st Preq.: To be able research this Advance, a tribe must discover both of the prerequi- 

site (preq.) Advances. This field defines the first preq., by abbreviation. *Nil" in this field 

means that the Advance has no preq. and is available right from the start. *No" in both 

preq. fields means the Advance does not appear in the game at all. 

5. 2nd Preq.: This is the second prerequisite advance, again denoted by abbreviation. 

"Nil" in this field means that the Advance has only one preq. (the first one). 

6. Epoch: This field and the next determine of the Epo Category i icons is associ- 

ated with this Advance. These i icons are : ; D rows | 

columns. Epoch defines wh colun 
are e four columns, 0 


ROVE AND GENDWONDER 


sections of rules.txt, taken together, cover everything you can define about the 
GR iprovements and Wonders of the World in your game. The first, detailed in the 
following list, sets the name, build cost, prerequisite Advance, and Upkeep for each one. 


1. Name: This is the name for this Improvement. It shows up on screen a lot but has no 
other purpose. Limit this name to 15 characters or less, or it wont fit in the displays. Use 
only letters, numbers, and spaces in names—no odd characters. 

2. Cost: This, multiplied by the number of rows in the Production Box (as set in 
@COSMIC), defines the production needed to build the Improvement. Do not set this 
lower than 1. 

3. Upkeep: Defines the Upkeep cost per turn for the Improvement. This field is irrelevant 
for Wonders and should be 0 for them. (You can give a Wonder an Upkeep, but it will 
not be enforced.) 

4. Preq.: Defines the prerequisite advance, by abbreviation, for the improvement. A value 
of "Nil" means that the improvement has no prerequisite and is available from the start. 
“No” means the improvement does appear in the game at all. 


The second of these sections, @ENDWONDER, determines when the effects of 
every Wonder expire. These are in exactly the same order as che Wonders laid out above, 
in @IMPROVE, beginning with the “Pyramids” slot. The first and only active field is the 
abbreviation (fom @CIVILIZE) of the Advance that makes this Wonder obsolete. If you 

ini o abbreviation, the Wonder does not expire at all. The 
der of which Wonder this entry refers to. 
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3. Domain: Every unit exists and can move in one of three do 
The value in this field determines which is the one for this unit. 
0 (Ground), 1 (Air), and 2 (Sea). Any other value causes problems. 
4. Move: This is the unit's per turn movement allowance. Every mobi 
move at least one square per turn. If this value is 0 , the unit cannot move 
5. Range: For an air unit, this establishes how many turns it can stay aloft 
destroyed. If an air unit has a Range of 0, it can stay aloft indefinitely (Helicopt 
For ground and sea units, this field is irrelevant and should always be 0. 


6. Attack Factor: Defines the base strength of the unit when it is the aggressor in 
(Do not remove the letter “a.”) If this is 0, the unit is unable to attack. If it’s 99, the unit. 
is a nuke. 
7. Defense Factor: Defines the base strength of the unit when it is the defender in com- 
bat. (Do not remove the letter "d.") Even if this is 0, the unit is not completely defense- 
less, due to random factors in the combat calculation. 

8. Hit Points: This value is multiplied by 10 to determine the total damage the unit can 
absorb before being destroyed. (Do not remove the letter *h.") This number should never 
be 0. 

9. Firepower: This setting defines how much damage the unit does when it scores a hit in 
combat. (Do not remove the letter “f.”) This should never be set to 0. 

10. Cost: This value, multiplied by the number of columns in the Production Box, deter- 
mines the cost to build the unit. This should never be 0. 

11. Holds: Defines, for sea units only, how many ground units (air units in the case of 
Carriers and missiles for Submarines) it can carry at one time. For ground and air units, 
this field is irrelevant and should always be 0. 

12. Role: This setting defines how the AI tribes use this unit. A Role of 5 creates a 
Settler-type unit, 6 a Trade unit, and 7 a diplomatic unit; it also changes the unit's abili- 
ties. This field should never be anything but a number from 0 to 7. 

13. Prerequisite: A tribe cannot build this unit until it has discovered this Advance, 
denoted by abbreviation. “Nil” here means that the unit has no preq. and is available 
from the start. “No” in this field means the unit is not in ре game at all. 
14. Attributes: These several toggles (1 is “o S infer s 
. the unit. Which characteristic corres 
section in rules. txt. Many of 
аву. опе unie or all t 


cial abilities on 


it the other additions are 


чє Limits: These eight toggles (1=Can, 0=Can't) define, by color, which tribes are 
able to build this type of unit. The tribes are in “Reverse Programmer Notation” (RPN). 
That means the last digit is tribe color 1 (the top row in the tribe selection box), and the 
first digit is tribe color 8 (barbarians). 
2. Map Limits: These eight toggles (0=Yes, 1=No) tell a unit on which maps it can exist 
(be built or travel to). The maps are in RPN, so the last digit is Map 0, and the one three 
steps to the left of that is Map 3. The first four are never used and should always be 0. 
(This has no effect on the appearance of barbarian units.) 
3. Bribery: Defines the minimum amount required to bribe this unit to change alle- 
giance. A value of 0 means there is no preset minimum, while a -1 setting makes the unit 
immune to bribery. 
4. Build Sites: For Settler-type units, these 16 toggles (1=Сап, 0=Can’t) define which of 
the types of transport sites the unit can build. The possibilities that correspond to each 
digit are set in the section @MAP_TRANSPORT_RELATIONSHIPS. (See following.) 
These are in RPN, so the last digit refers to the first relationship type (#0), and the first 
to the last (#15). 
5. Use Sites: In the same way as the Build Sites toggles, this set defines for every unit 
which of the various types of transport sites it can use (1-Can, 0=Can’t). 
6. Native Transport: This set of 16 digits works just like the “Build” and “Use” toggle 
sets. It defines for each unit which of the transport site functions it can undertake on its 
own power, without using a site (1=Сап, 0=Can'). 
Тел И 7. More Attributes: These eight toggles (1 is “on” and 0 is “off”) confer special abilities 

M Theabliios on the unit һа Which characteristic corresponds to > each toggle is listed at the beginning of 
defined in the Build tion i yr 
Sites, Use Sites, and — EXE 1 
Native Transport fields 
can be changed by cer- 
tain event actions pro- 
qrammed in the 
events. txt file. 
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* Engineer gives any Settler-type unit (Role of 5) the npe 
and can transform terrain. : 
* Everlasting Barbarians marks this unit as one that, if it is barbariar 
disappear after a set number of turns, as most Barbarian units do. At tir 
disappear for other (really good) reasons. 


The last digit on the left is not functional. It's been reserved for future use 


THE @TERRAIN SECTIONS 


In Test of Time, scenario builders have up to four times as many different types of 
terrain to play with. Each of the four sections of rules.txt devoted to terrain includes 
the definitions for one of the four maps, as follows. 


* @TERRAIN defines the land types for Map 0. 

e @ТЕККАП\1 defines the land types for Map 1. 
e @TERRAIN2 defines the land types for Map 2. 
e @TERRAIN3 defines the land types for Map 3. 


Seems pretty straightforward, and it is. All of the sections have exactly the same 
format too. Take a look at the following list for the details. 


1. Name: The name of the terrain type shouldn't be more than 15 characters (so it will 
fit the various displays). Only letters, numbers, and spaces are valid characters in names. 
2. Move: The cost, in movement points, for a unit to move onto a square of this type. 
Due to the rule that a mobile unit can move a minimum of one square per turn, any 
number higher than the fastest unit's movement rate is moot. Zero is a valid value for 
this field. 

3. Defense: This field defines, in increments of 50 96, how well a unit sitting on this type 
of terrain defends itself —the Defense Factor applied during combat. For example, 2 is 
"Normal"; the only legal lesser value is 1 (5096); and ig above 2 adds 5096. 

(3 = 150% 4 = 200%, etc.) Never set this 
_ 4. Food: Sets the base num 
Irrigation and other. i 


e of this terrain produces 


terrain produces when 


7 


7. Irrigate: This value controls both whether the terrain type can be irrigated and the 
results of irrigation. “Yes” in this field means the terrain can be irrigated and that the next 
field applies. “No” means this terrain cant be irrigated. If the abbreviation for one of the 
other terrain types is put here, then irrigating this type changes it to that type. 

8. Irr. Bonus: When this type of terrain is irrigated, it produces this much more food over 
and above the base amount. If you put any value other than “Yes” in the Irrigate field, 
this value should be 0. 

9. Irr. Turns: This value is how many turns it takes a Settler-type unit to irrigate a square 
of this terrain. Engineer units take half this time (rounded up). If you set the Irrigate field 
to “No,” this value must be 0; otherwise, it must never be less than 1. 

10. Irr. Govt.: The AI empires dont do irrigation until they're allowed to by this field. 
When an AI tribe discovers the level of government specified here or a higher one, it irri- 
gates this type—not until. (See the sidebar for the levels.) If you make this value 0, the AI 
will never irrigate this terrain. 

11. Mine: This is similar to the Irrigate field; it controls both whether the type can be 
mined and the results of mining. “Yes” means the terrain can be mined and that the next 
field applies. “No” means this terrain can’t be mined. Put the abbreviation for one of the 
other types here, and mining this type changes it to that type. 

12. Mine Bonus: When this type of terrain is mined, it produces this much more pro- 
duction over and above the base amount. If you put any value other than “Yes” in the 
Mine field, this value should be 0. 

13. Mine Turns: This value is how many turns it takes a Settler-type unit to mine a 
square of this terrain. Engineer units take half this time (rounded up). If you set the Mine 
field to “No,” thi must be 0 otherwise, i it mustn't be less than 1. 


OF GOVERNMENT - 


s of the terrain-type defini e levels of government are defined 
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One special note is in order for the @TERRAIN3 section 
Gas Giant type (how you would do so is explained in a moment 
€SECONDARY МАР section), four of the terrain entries are de 


domain. 


• Tun 
* Gla 


* Swa 


* Oce 


In fact, the Swa entry is not used at all, no matter how you define it. 


QSECONDARY MAPS 


This one is funky, and we don't encourage casual scenario designers to mess with it. The 
special characteristics of the "secondary" maps (Maps 1 through 3) randomly generated by 
the game are hard-coded, but this code is to a large extent controlled by the values in this 


section. Using this, you can turn your extra maps into worlds similar to those in the 
Fantasy and Science Fiction Games. 

Each of the three entries (there must be three, no matter how many maps you 
actually have in your scenario) controls the overall layout of the terrain in one of the 
secondary maps—in order. (That is, the first line controls Map 1, the second Map 2, and 
the last Map 3.) We'll briefly go over the uses of each field in the following list, and you 
can discover the rest for yourself. (You know you're going to experiment with this, no 
matter how much we warn you about it.) 


0. Map Type: This value puts the map into one of the predefined categories that define 
the overall character of the world. (See following for the categories.) 

1. Blob Size: For maps of types 3 and 5, which are normally mostly Ocean, this defines 
the average size of the “blobs” of land. This value has no effect on other types of maps. 
2. Blobs: For maps of types 3 and 5, this defines the average number of blobs H land. 
Each time a map of this type is generated, 
actual number. This value h: 
3. Eo ne - ma 


all. This value 


"o 


: This number roughly defines the number of Blue Rooms that appear on 
n maps. It has no effect on other types of maps. 

This value roughly controls the number of Ice Rooms that appear on 
ranean maps. It has no effect on other types of maps. 

7. Fire Chambers: This roughly determines the number of Fire Chambers that appear on 
Subterranean maps. It has no effect on other types of maps. 

8. Storms: This value controls the average number of Storms that appear on Gas Giant 
maps. It has no effect on other types of maps. 

9-11. Desired Length: This set (and the next two sets) of values have varying effects 
depending on the type of map they're applied to. In very general terms, this first set 
defines the optimum length of the "chains" of multi-tiled terrain types (Hil, Mou, For) 
that are appropriate to the type of map being defined. 

12-14. Maximum Length: In very general terms, this group of values sets the maximum 
length of the "chains" of multi-tiled terrain types (Hil, Mou, For) that are appropriate to 
the type of map being defined. See Desired Length. 

15-17. Frequency: In very general terms, this last set controls how often "chains" of multi- 
tiled terrain types (Hil, Mou, For) that are appropriate to the type of map being defined 
appear. See Desired Length. 


The possible map categories are: 


1. Submerged (Merfolk) 
2. Subterr: Underworld) 


all the tribes that can appear in the game. There 
vilization colors. (Red is, of course, reserved 
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2. Female Chief: The name of the default female leader of 
Gender value for this tribe to 1, and this leader rules whenever t! 
Only letters, numbers, and spaces are valid characters in this field: 
under 20 characters. 

3. Gender: This toggle sets whether the default leader of the tribe is male 
for male and 1 for female. (No other values are valid.) A player can, of cours 
for the tribe he or she is ruling. 
4. Color: Each tribe is assigned a color, and this field determines that color. Th 
entries are in order by color, 1 through 7 (repeated three times). This ordering is 
the correct functioning of the game, so don’t change the color numbers. If you want: 
particular color associated with a tribe, move the tribe definition, not the color. (The 
colors are listed in Table 12-3.) 

5. City Style: This field determines the default icon used for this tribe's cities. 

There are four possible styles (0-3), corresponding to the top four rows of icons in the 
cities.bmp file. 

6. Tribe Name: This is the name of the tribe. Only letters, numbers, and spaces are valid 
characters here, and tribe names shouldn't more than 15 characters long. 

7. Adjective: This field defines the adjective used to refer to the tribe's scientists, units, etc. 
The same limits apply as for the tribe name. 

8. Attack: This field, along with the next two, set the "personality" of the tribe when the 
AI runs it. "Attack" defines how aggressive the tribe is in borderline situations. Fight before 
talking is -1, while avoid conflict when possible is 1. Zero is the middle ground. No other 
values are legal. 

9. Expand: "Expand" controls city development versus expanding the empire. 
Infrastructure profits under -1, while lots of small cities show up for a value of 1. Zero is 
the middle ground. No other values are legal. 

10. Civilized: This, combined with the Civ Modifier for each Advance, defines the 
militarism of the tribes research efforts. Warmongers rule under a -1 setting, while 1 gives 
control to the social scientists. Zero is the middle ground. No other values are legal. 

11. Government: This and the next two fields allow you to override, for this tribe, the 


default titles for gach Dim ч type. First, j n. 


Republic=5, and Пепо су= 
12. Male Title: Thi e 


с d of the line. 


TRIBE COLORS 
TABLE 12-3. TRIBE COLORS 
NUMBER COLOR 
WHITE 
GREEN 
DARK BLUE 
YELLOW. 
LIGHT BLUE 
ORANGE 
PURPLE 


NO USB @N = 


@CIVILIZE2 AND @LEADERS2 


These two sections work together, so we'll discuss them both at the same time. Test of 
Time makes it much easier to define tribe-specific Advances than it was in earlier 
Civilization IT games. Rather than going through the often convoluted assigning of 
prerequisites for “private tech trees” and attempting to prevent the wrong tribes from 
gaining those prerequisite Advances, you can now simply group Advances into categories, 
then give each tribe access to whichever categories you choose. What a relief! 
Here’s how it works. First of all, in the @CIVILIZE section, you define the 
category for every Advance in the game. These entries take the form: 
0; AFI 
The number is simply the category (0 through 7) you want to put this Advance in. 

The entries are in the exact same order as the entries in the @CIVILIZE section, and 
the text after the semicolon і isa щшде: of which Advance slot you're working with in 
each entry. _ 
|. Once you ha all de Advances ор ed into categories, all that’s left is to define 
"what each tribe is allowed to do with each category. That's where the @LEADERS 
. section comes in. Each entry in this section controls one tribe, i in the same order as 
: they're defined in LEADERS. They take the form: : 

- 0020111 I Cadre 
As usual, the text after the semicolon is just a reminder of which E you're working 

a Hue set of eight numbers at the start rt of фе line i is the meat of the entry. Each value 
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GMAP TRANSPORT. 
 RELATIONSHIPS 


basic concept, it’s surprisingly simple (kind of like everything to do with c 
These 16 entries (0 through 15) define all of the legal ways that units can me 
the maps in the game, and which transport sites allow which “paths” of travel. O 


you've defined the possible ways to move, you can then assign (in the 
€UNITS ADVANCED section) these paths to units as Native Transport abilities. 

Let's use an entry from the Science Fiction Game as an example. When working on 
it, John intentionally put a lot of extra information into rules.txt to remind himself how 
the new things work. Here's the first Map Transport Relationship entry from that game. 

0,1; 0/1 Gravitic Grid Funestis and Orbit 

As usual, everything after the semicolon is just notes. In this case, however, it's impor- 
tant to understanding what's going on. The first number, the 0 before the slash (‘/’), is 
just the number of the entry. The value on the other side of the slash denotes which of 
the transport site icons (from cities.bmp) will be used in the game to represent a site that 
allows this connection. The name after that is a reminder of the name that corresponds to 
that icon. There are only three possible types of transport sites—three names and three 
icons. Their position in this list (they repeat in threes) defines which one is matched with 
which of the relationships you define. Because there are only three types of sites, you can 
assign up to five different transport relationships to each one, and six to one type. 

So, to return to the example, this particular entry is defining one of the possible 
routes of intermap travel that icon 1, the “Gravitic Grid" is capable of providing. 

The functional numbers (before the semicolon) and the last bit of text (^Funestis and 
Orbit”) are related. The values actually define the transport relationship, simply by the 
numbers of the two maps; in this case, its a connection between Map 0 and Map 1. 
These relationships are always two-way; there are no one-way travel relationships in 
Test of Time. The text at the end is just a reminder of which two maps this definition 
links. If you look in the rules file for the Sci-Fi Game, you'll see that the “Gravitic Grid” 
also has five more relationships assigned to it so that it allows transport between all the 
possible maps. 


never wondered why every 
obvious; without a Settler, you 


гегу simple set-up. After the section header (GINITIAL SETTINGS) comes 
ry for each tribe defined in @LEADERS, in the same order. Every entry looks 
g like this example from the Science Fiction Game: 

0,0,4; Cadre 
Everything after the semicolon is reminder text; it's just there to help you keep track 
of which civilization you're messing with. It's the values before the semicolon that matter. 

The first number determines which of the maps in your game will be the starting 
point for the tribe's first units. (The location on that map is selected at random.) The 
count begins with Map 0, not 1. 

The middle value is the identity of the first unit, which you set according to the 
number of the slot in the @UNITS section in which you defined that unit. This should 
always be a unit with Settler abilities (a Role of 5), or the tribe will be doomed to an 
early demise. 

The third setting is what you want the second unit to be—the one that is given on 
Chieftain level and when the starting situation is tough. This can be any type of unit, 
depending on the needs of your scenario. 


CIVILOPEDIA 10O1 


Even if you've created scenarios before, you probably didnt fool with the Civilopedia. For 
one thing, your ability to change things was a little limited. For another, scenarios had 
only the "text коре. a poor cousin to the real thing. Both those limits have been 
some of the changes go back to the Civilization П 


ter file," rules.txt, you've also т асу 
ne Civilopedia to reflect your changes to 
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scenario. Also, if you click the Description button, fir 
that entry hasn't magically changed to reflect what you page 


THE TEXT 


There's a Zot of text in the Civilopedia. The entries include little notes abo 
every entry has its own (sometimes long-winded) description, which shows ш 
click the Description button. Of course you can change all of this text, if you'r 
take the time. 

Гегѕ take the little bits first. A good example of these are the short blurbs fis 
attributes of the various units—Invisible Until Attacks, for example. All of these blurbs 
are derived from one or another of the miscellaneous text files that Test of Time draws 
from. You can edit the entries in every one of these files, and with a little caution, you 
wont cause any problems. Most (if not all) of the text that's used in the Civilopedia 
comes from one of three files. 


* Label.txt has most of the miscellaneous little bits of text, sections like “Trade” and 
"Pollution" and so on. When you edit this file, just make sure not to add or remove any 
lines, and dont leave any lines empty that werent empty when you started. 

* Pedia.txt has all of the short blurbs for most of the entries, stuff like “Acts as a Granary 
in all cities” and “Ignores City Walls.” Don’t change any of the lines that begin with the 
€ symbol. 

* Describe.txt has the text of the descriptions for every entry in the Civilopedia. The 
structure of this file deserves some explanation. 


Each of the important categories in the Civilopedia—Advances, Improvements, 
Wonders, Units, Terrain and Resources, Governments, and Concepts—has its own sec- 
tion in the describe.txt file. With the notable exception of the Concepts section, they all 
follow the same basic structure. If you want your own Civilopedia to function correctly 
and look as good as it can, it is vital that you stick to this structure when writing descrip- 
tions. Lets go through it using the Advances. 
little farther along.) : 
_ The section begins ı wi 
um one @) is th 


er the index header come the index entries. Here's a sample: 
15, ; Advanced Flight 


"The functional things are the number at the beginning and the comma after it. The 
NOTE 


"Using this system, 
you can assign the 
same text description to 

e than one entry in 


semicolon and the text are a comment that label the entry; they're very helpful for 
reminding you which slot in rules.txt this number defines the description for. That's 
right, these index entries are in the exact order that the Advances (or whichever section 
you're indexing) are placed іп rules.txt. The number itself refers the Civilopedia to one of 
the description headers later in the section. They re numbered according to the order 

the Civilopedia, they're in, starting with 0 and progressing through as many as you care to write. 

whether it be Advances, зулысһеуег description you refer to here appears in the Civilopedia for the Advance that 
Units, or whatever. corresponds to this position in the index list. 


There must be an index entry for every Advance, so do not remove any of the entries. 
If you want to prevent something from having any text description in the Civilopedia, 
enter -1 instead of a description number. There will still be an entry in the Civilopedia, 
but the Description button will be inactive for it. Also, do not remove or edit the line at 
the end of the list of index entries, it’s important. 
-2, ; Terminator 
After the index come the actual description entries. Each one begins with a description 
header, like this one: 
@@Advanced Flight 
You can edit these, as long as you make sure every one starts with the two at symbols 
(@@). The text you place here is is used as the title of the box in which the description 
appears iti tha ame. 


section in the file s more fr form. There's no index, so you can customize 


add and. subtract. e begins, as they all do, with a 
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All the lines between that header and the next one constitute 
tion. After all of the Concept descriptions, there's one final, vital li 
remove or edit the search terminator. 

@This must be here to terminate search! 


THE PICTURES 


All of the art shown in the Civilopedia is now derived directly from the same art 
game uses for everything else. What that means is that, for example, when you chan 
look of a type of terrain in Terrain1.bmp, your modifications are automatically included in 
the Civilopedia entry for that terrain. This is true of terrain, Special Resources, units, the 
Category/Epoch icons for Advances, and the icons for Improvements and Wonders. 

The only art that isnt inserted into the Civilopedia for you is the art that doesn't 
appear anywhere else in the game—the nice big pictures of the Improvements and 
Wonders. The Improvement icons in icons.bmp are actually just tiny versions of these 
originals, which are stored in a file called improvements.bmp and separate files named 
##imp.bmp. To change the big pictures, simply replace one or more of the entries in these 
files. (Make sure you don’t touch any of the dividing lines.) Any changes you make to the 


representations in Zmprovements.bmp and ##imp.bmp are reflected in the Civilopedia. 


CAUTION Who editing any of the graphics files for the game, make sure that you don't erase, move, or in 


any way modify the dividing lines set between the parts of the file. Those are there for the use of the game program, which 
will not function properly if the lines are changed in any way. 


OTHER INTERESTING FILES 


There are a lot of other files that might be fun or interesting to modify for your scenario. 
There's not room here to detail where and in which file everything is, but Table 12-4 has 
some guidelines that should help you locate whatever you want to change. 


INTERESTING FILES 
TABLE 12-4. FILES A SCENARIO DESIGNER MIGHT WANT TO MODIFY 
FILENAME CONTENTS 


##IMP.BMP LARGE PICTURES OF CITY IMPROVEMENTS AND WONDERS 


THAT APPEAR IN CIVILOPEDIA ENTRIES 


ADVICE. TXT ADVICE THE ADVISORS GIVE WHEN THE INSTANT ADVICE OPTION 
15 TURNED ON 


CITIES.BMP CITY ICONS, AIRFIELDS, FORTRESSES, UNIT FORTIFICATION, 


AND TRANSPORT SITES 
CITY. TXT PREDETERMINED CITY NAMES FOR ALL TRIBES 


CITYPREF.TXT INSTRUCTIONS THE DOMESTIC ADVISOR FOLLOWS WHEN GIVEN 
CONTROL OF A CITY 


DESCRIBE.TXT THE TEXT OF THE DESCRIPTIONS FOR EVERY ENTRY IN 
THE CIVILOPEDIA 


EVENTS.TXT ALL THE EVENTS PROGRAMMED INTO YOUR SCENARIO 


GAME.TXT TEXT OF WINDOWS AND POP-UP BOXES IN THE GAME; INCLUDING 
START-UP MENUS, NOTICES, AND DIPLOMACY MESSAGES 


| 
| 
| 
| 
| 


ICONS.BMP ICONS USED THROUGHOUT THE GAME, BUT ESPECIALLY ON THE 
CiTY SCREEN; INCLUDING THOSE FOR GOLD, FOOD, SHIELDS, 
TRADE, SCIENCE, LUXURIES, IMPROVEMENTS, WONDERS, 
POLLUTION POTENTIAL, GLOBAL WARMING, HAPPINESS, 
ADVANCES CATEGORY/EPOCH, AND CiVIL DISORDER 


IMPROVEMENTS.BMP MEDIUM-SIZE PICTURES OF CITY IMPROVEMENTS AND WONDERS 
THAT APPEAR IN CIVILOPEDIA ENTRIES 


LABELS.TXT MOST OF THE MISCELLANEOUS TEXT IN THE GAME, INCLUDING 
UNIT ABILITY AND IMPROVEMENT EFFECT BLURBS FOR 
THE CIVILOPEDIA 


MENU.TXT THE TEXT OF THE MENUS ON THE MENU BAR 


| PEDIA.TXT — THE TEXT OF THE BLURBS FOR IMPORTANT ENTRIES 
IN THE CIVILOPEDIA 


PEOPLE.BMP CITIZEN AND SPECIALIST FACES USED IN THE CITY DISPLAY 
CENNAME.TXT INTRODUCTORY TEXT FOR THE SCENARIO CALLED SCENNAME 


TERRAIN!,3,5, AND 7.BMP BASIC TERRAIN TILES AND ALTERNATES, SPECIAL RESOURCES, 
ROADS, RAILROADS, IRRIGATION, MINING, FARMLAND, - 


TERRAIN2,4,6, AND 8.GIF OVERLAYS FOR INTERLOCKING, MULTIPLE-TILED TER 


SUCH AS RIVERS, FORESTS, MOUNTAINS, HILLS, RIVE 


oe 


NS FOR UNITS WITH DEFINITION 


You can always invade them later 


RATING PENDING 


aA 


HASBRO 
eS hend 


AVALON ЕПС 


Bring out your inner dictator 


May your wit be as sharp as your sword, because Avalon Hill's Diplomacy has 
captured the true spirit of the lesendary board game. You'll start as one of the 
seven pre-WWI superpowers, England, France, Germany, Italy, Russia, Turkey, and 
Nustria-Hungary. These political boundaries will become your prey as you negotiate 
your way to the top. Beg, threaten, plead and argue your way past nations where 
friends become pawns and enemies become allies. You'll have to be cunning 
Smooth. And deceitful. This is a game that can't be left to chance 
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